

















3D truly looks.^ 
lj{^ a 3D supermodel of d :^r 
e: sl^ii^i^y. and goi^; 
with idatMhra^hjjip action^” & 


^^makes pretty much every 
Pl^me we’ve ever seen - 
poMInciuded - look slightly 
dull. Honestly!” 

^ PC Gamer 


“The Build engin^ flexiliilih^ 
meansJIgrjiretty much any- " 
thing gods itPuke Npkem 3D. 

— Edge iVlaqazfn^ 






Prepare Yourself for the 
Ultimate 3D Slugfest 


Ass-stompin' aliens have landed, and the humans sud- 
denly find themselves atop the endangered species 
list. The odds are a million-to-one, but Duke Nukem 
knows what’s got to be done — KICK ALIEN BUTTI 


FANTASTIC 3D REALMS, with stunning, realistic 
graphics, await you as you thrash aliens through the 
streets of L.A., out to an orbiting space station, and 
onto the surface of the moon itself! 

A INNOVATIVE, BUILD 3D™ ENGINE TECHNOLOGY 
lets you explore an interactive, fully virtual world of 
towering skyscrapers, deep canyons, and murky 
bodies of water — complete with sloping sur- 
faces, realistic earthquakes, functional subways, 
and many never-before-seen special effects. 

A ARMED TO THE TEETH, you brandish your fully 
automatic sidearm, rocket launcher, pipebombs, 
and an assortment of awesome hi-tech weapondi/ 
that’ll make your bones rattle and send the alien 
bastards to a bloody grave, 

; FULL MOVEMENT CONTROL lets you run, jump, 
crawl, swim, and jetpack your way through hostile 
environments as you look up and down from any 
vantage point to survey the situation around you. 

DYNAMIC COMM-BAT™ SYSTEM lets you duke it out 
one-on-one via modem, and enables up to 8-player 
battlefests over your network. Also, send prerecorded 
taunts to your human opponents via Duke’s unique 
REMOTE RIDICULE SYSTEM™. 


« TOTAL IMMERSIVE ENTERTAINMENT is guaranteed by state-of- 
the-art 3D graphics [including optional SVGA hi-res modes] and 
hot 3D sound FX and stereo music. 

in Duke Nukem 3D, you can’t avoid steppin’ in the blood. * 

'Just don’t drop your gloves! 


Developed, hy 3D Realms Entertainment. Distributed by FormGen, Incorporated. 
All rights reserved. All trademarks are the property of their respective owners. 
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FOR MORE. DETAILS, MAKE TRACKS 
TO YOUR LOCAL SOFTWARE RETAILER. 


Reality 


WWW Site (http;//www.3drealfns.com] CIS (Keyword REALMS) Software Creations BBS (508) 368-7036 
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For IBM PC compatibles, 
phone (716) 427-8595 
fax (716) 292-6353 

World Wide Web: http://www.fortevr.com 
America Online®: Keyword: FORTE or VFXl 
CompuServe®: GO FORTE 


• COMFORTABLE ERGONOMIC DESIGN 
• HIGH-FIDELITY STEREO HEADPHONES 
• BUILT-IN MICROPHONE 
• ONE YEAR WARRANTY 

• WINDOWS® 95 COMPATIBLE 


C 1906 Forte TechnologiQs, inC-VfXI, VFXl _H£ADO€iR,CybeiPuck, SmortVisof.VIR ondTrte Wovii>oretfadenwjksarid Forte is a regis- 
• lared Irodeniork of Forte Tahnologies, Jnc, •U.5, PolontNo. S,3?3,85* OHiorpnloiils pondlog.SHTTLETiCH®, MECHWARRiOR®, ood 
> 'iViECH® ore-r^isterad trodemorks, and NfTMEO^''' iso tradernork of FASA Corporolton. roistered in the U S. Potent ond Ttodemoik 
Office Screen 'mopes copytipht 0 1995 FASA Corporation At! rights reserved Aciivisiort is bregisiered liodemorkot Acfnrsion, IrK. 




It's easy to stay cool when you watch 
computer games on a monitor. 

But the VFXl HEADGEAR™ 
puts you right In the middle of the action, making 

games like MechWarrior™ 2 unnervingly realistic. 


BRiNCS OUT FEAR, 

ANGER, 

AGCRESSiON, AND 

OTHER 

ANIMAL INSTINCTS. 

THAT’S WHAT WE 

PROGRESS. 

CALL 


See for yourself why PC Magazine 

calle d the VFXt HEADGEAR 

"the coolest peripheral you can buy for your PC." 
Check if out at the retailer nearest you. 


VIRTUAL REALITY 


System 
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ler leading computer software retailers: 

sofl ware @ 
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Here’s the plan: A rich prof distilled 
a totally ace mystery called Treasure 
Quest. He was so sure it was 
unbustable, he left a million bucks in 
his will to the first brain-banger good 
enough to solve it. 


Not so fast, brainiac. You may have 
cracked other CD-ROM puzzles, but 
Treasure Quest is uphill all the way. 
Search the professor’s extreme 10 
room mansion to discover clues. Be 
clever and Terry Farrell, star of TV’s 
Star Trek: Deep Space Nine, will show 
you the way. Listen to the clues on the 
audio CD of the original soundtrack. 


Use your skills. Go for the big bucks. 
Take the Treasure Quest challenge. 
Find the clues. Solve the mystery. And 
snatch the cash. 


f. PUBLISHING 


1 - 602 - 951-3288 
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5Z Cover StoryC^^^ 

Red Baron II 


R ed Baron still invokes 
the same avife among 
flight sim enthusiasts 
that the late Manfred 
von Richthofen had among his ene- 
mies. Now, with Red Baron II, Sierra's 
Dynamix team will offer magnificent 
graphics, a good variety of flyable 
pianes, enhanced performance under 
Windows 95, and a sprinkling of new 
missions to round out the experience. 
Denny Atkin visits the “Skunkworks” at 
Dynamix, talks to Falcon 3.0 vet and 
Red Baron ii designer Gary 
Stottiemyer, and flies his Pentium into 
the bullet-riddled skies of World War I 
to bring us the latest news. 


The Grand Age Of Warfare 


■'^^any military history enttinsi- 
Masts believe that the 19th 
century ms the “Grand Age of 
Warfare," This was the latter age of 
fighting sail, the closing chapter of 
the Napoleonic Era, the emotional 
turmoil of the American Civil War, 
and the opening saga in the 
Spanish American War. Terry 


Coleman is your guide to existing 
and upcoming games that allow 
you to relive this pivotal age in mili- 
tary history. 



katrick Miller takes you over Ihe 
^familiar Pennsylvania battlefield 


with some pointers on improving Ihe 
historical resulls. 


Road Warriors: Tho Best Laptops 


W intil recently, gaming 
'on the road was a 
dirty little secret, but with 
more powerful processors, 
color active-matrix 
screens, improved battery 
life, and CD-ROM drives 
available, that isn’t true. On 
airlines, we’re seeing more 
and more road warriors 
playing games on their 
laptops as they fly 
from appointment to 'F 
appointment. So, our " :• 


' experts have narrowed the 
tield and examined the 
best laptops to use for 
gaming on the road— just 
in case you want to come 
out of 
the 

closet. 
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"The installation is a breeze!... Fly in a different 

DIRECTION BY MOVING YOUR HEAD. ..SHOOT BADDIES 
JUST BY LOOKING AT THEM AND FIRING" 

COMPUTER GAMING WORLD 


RAPID RESPONSE HEAD TRACKING IMMERSIVE BIG SCREEN 
SUPPORTED BY MORE PC GAMES THAN ANY OTHER VR PRODUCT 
NO INTERNAL CARD NECESSARY WINNER OF EVERY 
VIRTUAL REALITY PRODUCT AWARD 3-D STEREO CAPABLE 
LIGHTWEIGHT ERGONOMIC DESIGN SPATIALIZED AUDIO 
VPC & VR PRO MODELS AVAILABLE STARTING AT S599 

01 994 Virlvial i-0. All Righli Reserved. Virtual i-O and Virlual i-glassesi vpc & vr pro ore Irademorks o( Virluol 1-0, Inc. 
01 995 Ocean of Amertco, Inc, O I 995 Digital Image Design, All trademarks are the properly of tlioir registered owners. 
Psycho Killy Advertising created this and Grant Wolaru Horiuchi look the cool pfsolo. 



JUST BECAUSE 
irs ONLY A 
GAME DOESN'T 
MEAN YOUR 
HEAD HAS TO 
BELIEVE IT. 


INTRODUCING THE FIRST VR GLASSES THAT GO TO YOUR HEAD. 
VIRTUAL i-glasses!GlVE YOU MEGA BIG SCREEN ACTION AND THE 
FREEDOM TO LOOK IN ANY DIRECTION YOUR HEAD CAN DREAM UP. 


SCREEN SHOTS ARE FROM OCEAN'S EF2000, THE HOHEST NEW 


HEAD TRACKED 



SO HURRY UP AND HEAD OUT TO YOUR NEAREST 

OR CONTACT VIRTUAL i-O AT 


1 -800-646-3759 OR hftp;//www, vio.com. 


I glasses! 


YOU HAVEN'T SEEN THIS BEFORE'" 
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You’re only doing this for 
the cause of freedom and justice 


OF COURSE, BURNITMG THE FLESH OFF 
THEIR BOWES IS A BIG PLUS! 


"Crusader: No 
Remorse plays 
great and looks 
even belter. It's 
our game of the 
month. Game 
play — 5 stars." 

— Electronic Entertainment 


"The best death 
scenes ever seen 
in a game!" 

— PC Entertainment 


"ORIGIN has 
created the most 
graphically stun- 
ning game world 
I've seen." 

— Computer Gaming 
World 


"This is, without 
a doubt, one of the 
best action-adven- 
ture titles of the 
year! — 93%" 

— PC Gamer 
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Available through 

ELECTRONIC ARTS® Direct Sales: 

1 . 800 . 245.4525 


http* //WWW. 


Guide to Crusader: No Remorse for all the answers and more. 
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Terry Coleman's fascina- 
tion with the Civil War began 
v;hen he was a baby, 
teething on a Minie ball 
excavated from Shiloh 
National Military Park. Years 
later, he wandered the fields 
of Gettysburg in a trance, 
reciting orders of battle and names of 
obscure officers. Terry played games of all 
^ types, but particularly enjoyed military 
games-especially (hose on the Civil War. it 
was only fitting, then, that he would begin his 


writing career by freelancing for Stralegy & 
Tadics magazine. As the years passed, Terry 
wrote for publications as varied as Fire & 
Movement. Berg’s Review of Games, and even 
Dragon. Finally, he landed at Computer 
Gaming World, where he has remained, often 
to the chagrin of many a wargame publisher. 
When not serving as Reviews Editor, or writ- 
ing his wargame and puzzle/classic game 
columns, Terry still returns to his collection of 
over 400 board games, claiming that it’s 
more social to blow up the world with a 
friend. 



Patrick C. Miller's inter- 
est in wargames and 
pyrotechnics bloomed simul- 
taneously in 1970, while he 
was still in high school. 

Using plastic models, he and 
his friends created battle 
scenarios and torched the 
loser’s inanimate casualties in a grisly rite of 
high-stakes combat. It wasn’t until college 


that he discovered wargaming could be civi- 
lized. He gave up his matches and flammable 
substances in exchange for historical minia- 
tures wargaming, where war is less incendi- 
ary. After a 15-year apprenticeship in the 
hobby, he eventually graduated to the ranks of 
computer gamers in ‘86, where he enjoys 
flight simulations, strategy and action games 
as well as more "civilized" games. 


Paul Schuytema is 
CGW's columnist on Game 
Design & Technology. 

Known as the Scatman at 
CGW headquarters, Paul 
grew up playing all the clas- 
sic games, from Dungeons 
& Dragons, to Squad Leader, 
to Wooden Ships & Iron Men. In 1977 he 
purchased the Radio Shack Model One, a 
then-state-of-the-art game system complete 


with an awesome 4 K of RAM and a cassette 
recorder for storing programs. He played 
high-school hooky during his senior year so 
he could learn to code 6502 assembly lan- 
guage on an Atari 800. After regaining his 
senses he returned to academia to pursue a 
career in science fiction writing. He now 
teaches creative writing and journalism at a 
small college in the cornfields of Illinois, and 
he can tell you for damn sure if something 
plays in Peoria or not. 




■umi :: 

Tim Carter was born and 
raised in a small town just 
outside Nowhere, Canada. 

He moved to Vancouver in 
1986 to pursue his B.A. and 
M.A. in political science so 
he could practice the fine art 
of expounding the minutiae. 
Over the years he has shamelessly exploited 


this gift, emphasizing his graduate work on 
strategic planning to convince successive 
CGW editors to send him free stuff (strategy 
and wargames) as often as possible. During 
working hours he masquerades as the man- 
aging editor of Recovery magazine, a quarterly 
publication on medical, legal and traffic safety 
issues arising from automobile accidents. 



George Jones, Otherwise 
known as “action-boy,” has 
been playing computer 
games since his first taste of 
Scott Adams’ Adventure for 
the Vic-20 at the tender age 
of 10. From that point until 
his hiring at Computer 


Gaming World, life was a constant justifica- 
tion for him. "Yes mom, I can make a living 
playing computer games," he cackles. When 
he’s not sleeping on the mag’s snazzy leather 
couch after gorging on Mexican food, he can 
be found on the basketball court trying to 
regain his long lost jumpshot or immersed in 
his John Coltrane collection. 
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A Looking Glosi 

Technologies 

Production 


©1996 Looking Gloss Technologies. 
Terra Novo. Looking Glass and the i 
marks of Looking Glass Technologie 
I & II and System Shock ore tradem 
All rights reserved. 


A New Combat Experience 

from the Creators ot Ultima Underworld 

and Svstem Shock™ 
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JUST THE FAQS 


■hese are answers to questions we frequently hear from 
our readers. Unfortunately, we are not able to answer the 


question, “Why doesn’t the $#&*!! CD-ROM work on my com- 
puter?” because we don’t approve of language like “$#&*!!” 



The files mentioned last month in Robin 
Kim's Su-27 strategy guide (CGl/V ^*140, 
page 196) didn't make it onto last month’s 
CG-ROM. We'd like to blame it on unreli- 
able Soviet technology, but the truth is we 
goofed. The directory should contain two 
files, "ironhand.trk” and "ironhand.mis," 
which are needed to fly the custom mis- 
sion mentioned in the article. Instead, it 
has updated versions of the missions that 
come with Su-27, a patch from SSI. We 
did upload the correct mission files to our 
Web site, the Game Center on Prodigy and 
the CGW Forum on ZiffNet/CompuServe. 
We apologize for the error, and we'll be 
sure to include these files on the May CD. 


What's On The CD? 

In conjunction with the magazine’s 
detailed look into 19th Century war- 
fare, we have an interactive demo of 
SSI’s upcoming Age of Rifles, 
which may prove to be the Panzer 
General of 19ih Century combat. 
For those enamored of the Age of 
Sail, we have an exclusive demo of 
the Wooden Ships & Iron Men game 
from Avalon Hill, complete with an 
illustrated tutorial. Civil War buffs 
can assault Missionary Ridge with 
a narrated companion piece to 
Patrick Miller’s 
Bahleground; 

Gettysburg strategy 
article appearing in 
this issue. Plus, we 
have an overview of 
computer gaming 
alternatives for Civil 
War enthusiasts. 

Our Hot Picks this 
month feature the 
Connections game 
from the Discovery 
Channel and a 
playable demo of one of the hottest 
games around right now, 
Warcraft II by Blizzard 
Enterfainment. Also, look 
for our fourth installment of 
the Reality One comic strip, 
especially developed for 
CGW 

The "CG"-R0M is packed 
with acfion this month, fea- 
turing playable levels of 
Pitfall, Rayman, Earthworm 
Jim, Gearheads and 
Earthsiege 2. We also have 
a teaser for Rebel Assault 
tl, LucasArts’ sequel to the 
Star Wars game and 
Treasure Quest, the adven- 
ture game that pays to play 


How Do I 
Use It? 

Our CD is a 
Windows program. 

If you have 
Windows 95, 
instailation is a 
breeze-our CD is 
Autoplay enabled. 

Just “Lock 'n load." Otherwise, 
boot your computer in Windows 
3.x, pop the CD into your drive, 
select RUN from the Program 
Manager’s menu and type D:\RUN- 




the demos: Rebel Assault 2, 

Pitfall, Earthworm Jim, Gearheaos, 
Power Suve, Bahle Arena 
Toshinden and Rayman; the 
Adventure genre has: Into The Void 
and Treasure Quest; visit 
the Simulation section 
for demos on: Absolute 
Zero, Earthsiege II and 
Silent Thunder. 


ME (where D is the letter of your 
CD-ROM drive) to run it straight 
from the CD, or type D;\INSTALL to 
create a Computer Gaming World 
program group on your Windows 
desktop. If you have installed previ- 
ous versions of the CG-ROM, this 
disk will use the program group 
already on your desktop. You navi- 
gate by pointing and clicking just 
as you would in any other Windows 
program. 


How Do I Get 
The Patch 
Files? 

Click on PATCHES under 
the CGW FEATURES, 
then read the text win- 
dow with instructions on 
copying the files to your 
hard drive. You also may access the 
patches from your DOS prompt by 
typing Dilpatches (where D: is the 
letter of your CD-ROM drive) and 
copy them directly from there to 
your hard drive. 


from Sirius Publishing. 


How Do I Get The 
Demo Files? 

To access the demos, click on EDI- 
TORS’ HOT PICKS, then click on 
the genre of your interest, then on 
the title you want to see. Each 
demo has instructions for its instal- 
lation. Our Action category includes 


How Do I Get 
The CG-ROM? 

Newsstand issues come in two vari- 
eties: some with and some without 
the CD. Each type is clearly 
marked— if you can’t find the ver- 
sion you want in the store you fre- 
quent, encourage your retailer to 
carry it (or subscribe to ensure you 
get a copy every month). To sub- 
scribe, simply call 303-665-8930, 
and specify that you want the CD- 
ROM version. 
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Rome wasn’t built in a day. But my clients think 

Aspire. To Do More. 

building can be. Luckily, my new Acer® Aspire’ 


helps me do the impossible. If 1 need to be across 


town at a planning meeting, Aspire’s 


integrated speakerphone puts me 


right in the boardroom. But, 


working on a materials budget at the same time. 


In fact. Aspire is loaded with features that help 


me get things done. Like the full color, CD-ROM 
A few more things 

multimedia presentation that wowed the City 
1 can do with my Aspire: 

Council, and got me into this mess in the first 
Do environmental studies. 

place. Acer must understand Tm busy, because 
Negotiate the best prices. 

they simplified setup and preloaded all the soft- 
Keep up with architectural news. 

ware. I didn’t have much more than the five 
Search for interior desigtiers. 

minutes it took to get Aspire up and running. 
And cruise around the Internet 

But now I’ve got all the time in the vvorld to 


build my career from the ground up. 


Everything You Aspire To. 


Ico dbI Alt ktr logo «• rtgbtireA hodcMlii and Aipir* It n liadenodi *1 Atw Awrito 
and Am lac. lilt lalfl liulda bga and PMlInin o( lagiiltrcd IradeMlii ol Inltl Carptralim. 
Mlirotoll. Wlndmi and Windowf logo o>t logltlortd IradncHii o( Mlirotoft Corporallon, 
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aoM and conflgaotlan, end at ablKt to dmgi vdlhoo) notlu. Nel df medoli/colai evd- 
dle ol il itlod loctlleni, and iiai AcK Aipke Ociktif aedtU B«ir not cMloli bid Pailloa 
gioasiai. SpwrliatloM ti Ajirt lo diong t viritboal nob'a.S«efoatocdritdH{aoMi 
bdentflki ad diloAi at Aca^ Ualltd PiodtU Warartir. 


Designed 


For the location of the Acer Aspire dealer nearest you, 
call 1-800-529-ACER. Or visit us on the World Wide Web 
at http:llivww.acer.comlaad 
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Outstanding: The 

rare game thal gels 
i! all fight. The 
graphics, sound, 
and gameplay 
come together to 
form a 

Transcendent 

Gaming 

Experience. Our 
strongest buying 
recommendation, 


How Do We Classify 
Games? 

Action/Arcade (AC): The 
emphasis is on hand-eye coordina- 
tion and reflexes, usually emphasiz- 
ing fast play over story or strategy. 

Adventure (AD): Games where- 
in you control an alter ego and 
move through a storyline or 
sequence of events, where puzzle- 
solving takes precedence over con- 
versation and combat. 

Classics/Puzzles (CP): 

Classics are old stand-bys and par- 
lor games that appeal to many dif- 
ferent types of gamer. Examples 
include: Backgammon, bridge, chess. 
Monopoly, parches!. Risk, and 
Solitaire. Puzzle games are com- 
puter games which emphasize spa- 
tial relationships, word games 
and/or problem-solving without 
requiring gamers to follow a story- 
line, Examples would be: Shanghai, 
Tetris and Zig-Zag. 

Role-Playing (RP): RPGs are a 
subset of adventure games, but 
stress character development, often 
through improving stats or other 
attributes. Conversations with non- 
player characters (NPCs) and tacti- 


cal combat are generally more 
important than in Adventure games. 
Finally, the game world tends to be 
large, and the plot less linear, often 
with some quests/treks outside the 
main storyline. 

Simulations (SI): Highly realis- 
tic games from a first-person per- 
spective: you may drive a realistical- 
ly simulated race car, fly a military 
aircraft with a meticulous physics 
model, or swoop through a 
detailed sci-fi environment. Usually 
polygon-filled technology is used to 
build the simulated world on the fly. 

Sports (SP): The sporls game 
category is a broad genre which 
includes action (NBA Live) and 
strategy games (Front Page Sports 
Football Pro) based on sports. 

Strategy (ST): Problem-solving, 
short- and long-range planning are 
the keys here. These games almost 
always emphasize resource and risk 
management. This genre includes 
conflict-based sci-fi and fantasy 
games (X-COM, Outpost, MOO), as 
well as “pure" strategy games and 
“software toys" such as SimCity. 

Wargames (WG): A subset of 
strategy games, these recreate his- 


HOW DO WE RATE? 'MM 



Very Good: A 

high-quality game 
that succeeds in 
many areas. May 
have minor prob- 
lems, but is still 
worth your time 
and money, espe- 
cially if you're inter- 
ested in the subject 
matter or genre. 



Average: A mixed 
bag. Can be a 
game that reaches 
for the stars, but 
falls short In signifi- 
cant areas. Can 
also be a game that 
does what it does 
well, but lacks flair 
or originality. 



Weak: A game 
with serious prob- 
lems. Usually 
buggy, seriously 
lacking in play 
value, or just a 
poorly-conceived 
game design— and 
you will want to 
think tong and hard 
before buying it. 



Abysmal: The rare 
game that gets it all 
wrong. This is 
reserved for those 
products so buggy, 
incomplete or val- 
ueless that you 
wonder why they 
were ever released. 


torical conflicts from a command 
perspective. They may be tactical, 
operational, or strategic, and stress 
anything from logistics and firepow- 
er to morale and leadership. They 
may be simple (Panzer General, 
Empire II) to incredibly detailed and 
complex (PACiFic War). 

What Is Our Reviews 
Policy? 

1) We only review from the final 
copy of the game. Though it has 
become popular among PC gaming 
magazines to review from late beta 
copies, we feel that the reader is 
best served by having the reviewer 
look at the same copy of a game 
that the readers will find on the 
shelves. While we recognize that 
this causes some delay in coverage, 
we believe the reader is better 
served by such caution, 

2) We expect our reviewers to fin- 
ish the game. We want our readers 
to be assured that we do not review 
based on immediate or early 
impressions of a game. Our review- 
ers give a game ample opportunity 
to show its quality. In some cases, 
bugs make it impossible to finish a 
game, but we identify situations 
where that has occurred. 

3) We make every effort to match 
the reviewer to the game. We lake 
into consideration the preferences, 
background and possible biases of 
the reviewer and, where possible, 
we find people with actual life 
experience or special backgrounds 
that match a game. We believe this 
policy enhances both the credibili- 
ty of the review and the enjoyment 
of gameplay when the real world 
and the game world are compe- 
tently compared. 

4) We do not accept free travel 
from software or hardware compa- 
nies. We believe such gifts have a 
tacit assumption of coverage 
attached to them. We will only 
cover such events/launches as we 
believe will benefit our readers. 
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To take advantage of an the 

"benefits of windows 95» all you need are 
the games designed for Windows 95. 

$10 off eacti Windows 95 game you get 

so v/hy stop at one? 


NAME; 

ADDRESS; 

CITY, STATE, ZIP: 

DAY PHONE; 

CHECK BOX OF PRODUCT PURCHASED; 

PSYGNOSIS □ WARHAWK™ □ TWISTED METAL’" 

TRIMARK INTERACTIVE □ THE HIVE- 
REALITY BYTES □ HAVOC’" 

ACTIVISION 

□ EARTHWORM JIM’" □ PITFALL □ SHANGHAI GREAT MOMENTS 

□ MECHWARRIOR® 2 □ ACTIVISION'S COMMODORE 64-1 5 PACK 

□ ACTIVISION'S ATARI 2600 ACTION PACK 1 

□ ACTIVISION'S ATARI 2600 ACTION PACK 2 

□ ACTIVISION'S ATARI 2600 ACTION PACK 3 

TOTAL REBATE; 

OF PRODUCTS X Sio PER PRODUCT - S 

TO GET YOUR REBATE YOU NEED TO SEND THIS COUPON AND; 

1. THE ORIGINAL SALES RECEIPT FROM EACH PRODUCT PURCHASED. 

2. THE ORIGINAL UPC CODE/BAR CODE FROM EACH PRODUCT PURCHASED, 

TO; 

GAMES FOR WINDOWS® 95 REBATE 
P.O. BOX 4523 RIDGELY, MARYLAND 21684 


Rebate available only on products listed above. No rebates will be authorized over the phone. The rebate 
is valid for purchases starting March 1, 1996 and good through July 3 1,1 996. The coupon must be received 
by August 14,1996. Offer is good in the United States and Canada, ©1996 Microsoft Coporation. All rights 
reserved. Trademarks and registered trademarks are the property of their respective owners. 
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magnified sound and cornea 
of high-performance 
_ hardware acceleration,’ 

mICrOSOtt , 

■ Now reality and the 

;rC.OO you WAM to UO TOiMYrl . J. 

1 information, go to 


I^Tattoo it on your heart, Windows '' 95 is a lethal cocktail of heightened graphics, 
^-burning speed. DirectK'" technology in Windows 95 for anyone in search 
aming capabilities on their PC. That means better graphics through 
^better sound, and high-performance digital joystick control. You'd have to 
^screaming bullet to be connected any faster to the heart of your hardware, 
^gaming world come shaken and stirred just the way you like it. For more 
^http;//www. microsoft.com/windows/games. 




ACCESS 
THROUGH 
INTERNET 
FOR ONLY 
$200 
per hour 


Kingdom of Drakkar 


P lay with thousands ot gamers on the 
Information Super Highway and lose 
yourself in the graphic adventures 
and traditional games offered on the 
Multi-Player Games Network. 

MPG-NET gives you something you just 
can't find on a floppy disk. . .another 
human mind. Whether you like fantasy 
role-playing, 3D action, war simulation or 
card games, MPG-NET offers games 
24 hours a day, seven days a week with 
players from all over the globe. , ■ .... 






Now, MPG-NET goes all graphicl 
No more text menus. No headaches 
trying to log on. It’s never been 
easier to be on-line! 

Here’s what else you’ll find: 

• Electronic Bulletin Boards filled 
with the latest adventure reports and 
discussions by gamers from ail over 
the world! 


• Download files from our database 
and read the latest In gaming news, 
updates and stories from other 
members. It’s as easy as visiting 
your hometown libraryl 

• The Persona Creation Room-iets you 
generate a face to match your on-line 
personality! 

• Conference Rooms-have real-time 


• More games than you’ve ever seen 
before I 

MPG-NET can be accessed with a local 
phone call from over 600 cities in the 
USA and 40 nations worldwide. All you 
need is a modem, a phone line and a 
computer to join the fun! Call our 800 
number from 9am to 8pm Eastern time 
on weekdays to receive our free starter kit. 



Access Room 


MPG-NET-twenty four hours a day, 
seven days a week, bringing you games 
that will take you out of this world! 

Call now: 1 -800-GET-GAME. 


• Electronic Mail-send and receive 
messages with all your friends and 
plan when to meet and play your 
favorite game! -• - .-. .- - - 


cenversations with people all over the 
world and see more than just their 
words, you'll get a chance to see what 
they look like! 








' 1994 MPG-NET, Inc. Multi-player 
Games Network and MPG-NET are 
service marks of MPG-NET, Inc. The 
Kingdom of Drakkar is a trademark of 
Drakkar Corp. Empire Builder is a 
trademark of Mayfair Games, Inc. 
Operation Market-Garden and Star 
Cruiser are trademarks of GDW 
Games, Inc. Fiefquest and Warlords 
of the Apocalypse are trademarks of 
the Dreamers Guild. All other brand 
and product names are trademarks or 
registered trademarks of their 
respective holders. 
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Your Multi-Player Games Network^ 
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Game Companies Enter Spring Trading, 
But What Does It Mean To You? 


Williams observed that Sierra cur- 
rently has about 50 development 
groups. “Every one of those 50 
groups has the advantage of know- 
ing about and having access to the 
cool things being done by the other 
49 groups. When you build a new 
product, a portion of every dollar 
you pul into development goes to 
technology and a certain amount to 
innovation. Being bigger means I 
have to invest less money into the 
basic technology and have more to 
invest in innovation. It’s not how 
high you reach in a product that 
makes the difference, it’s how high 
you were standing before you start- 
ed reaching. That's what’s making 
us better." 

According to Williams, King’s 
Quest VIII will build off 3-D technol- 
ogy improved in Red Baron 11, 
object-oriented programming from 
The Incredible Machine and real- 
time character generation from 
another project in development at 
Sierra. So, Roberta Williams and 
her team will be able to concentrate 
on artificial character advances to 
move the company’s flagship series 
to its highest level. Historically, the 
KQ series has been at the leading 


I used to think of mergers 
as the Wall Street equiva- 
lent of those bad jokes we 
used to tell as kids. 
Question: “What do you 
get when you cross a 
hamster and a 
Macintosh?" Answer: "A 
faster processor." Oh, stop groan- 
ing. You get the idea. It always 
seemed like Wall Street’s “Masters 
of the Universe" were actively trying 
to see how inefficiently they could 
combine dissimilar companies. 
What does Revlon have to do with 
Marvel Comics? Nothing anymore, 
but the cosmetics giant once 
owned the comic publisher. 

By now, you all know that the 
computer game industry has had a 
lot of mergers and acquisitions in 
the last couple of months. At press 
lime. Sierra was acquired by CUC 
International {see related story in 
READ. ME) and, in almost the same 
breath, CUC announced its intent to 
acquire Davidson (distributors of 
Blizzard Entertainment and one of 
the world’s most successful educa- 
tional software publishers). 

Ironically. Sierra had been in 
acquisition mode prior to being 
acquired by CUC, having recently 
purchased both Papyrus (NASCAR 
Racing) and Impressions (Caesar 11). 
Both Papyrus and Impressions were 
entrepreneurial companies with lim- 
ited capital, proven technology and 
successful hits on their hands. The 


acquisitions also made sense 
because they filled holes in Sierra’s 
existing product lines (racing simu- 
lations and strategy games). These 
acquisitions obviously made a 
strong Sierra even stronger. 

So, it was with some sense of 
shock that we read that CUC 
International, predominately a retail 
company (Auto Advantage, 

Shopping Advantage), had pur- 
chased Sierra in a stock swap 
(1.225 shares of CUC common 
stock for each share of Sierra com- 
mon stock). We were surprised 
because CUC’s master plan envi- 
sions the creation of the next “killer 
app" for the Internet, and Sierra 
had already undergone tremendous 
pain from their launch of the multi- 
player game network INN (formerly 
The Sierra Network). 

To find out why, we talked with 
Sierra CEO Ken Williams. First, Ken 
reminded us that Walter Forbes III, 
Chairman of CUC. has been a 
Sierra board member for years. 
"Walter Forbes has been on our 
board for a long time and he’s 
always dominated our board meet- 
ings. He's so dynamic and persua- 
sive that if you had been watching 
our board meetings, you might have 
thought he was the Chairman of the 
Board instead of me. 1 hold the title, 
but he’s the guy who’s been driving 
us forward because I don’t consider 
myself one of those Wall Street 
types. Before he was unofficially the 


f a The 
immediate 
resuit of a 
merger is a 
reduction in 
the actuai 
number of 
tities sent to 
market, yy 

boss, now he’s officially [he boss." 
Williams went on to say that 98 per- 
cent of his role at Sierra has always 
been concerned with product. He 
said that the acquisition will allow 
him to continue to concentrate on 
building the right mix of product. 

I asked him about the future and 
he seemed extremely excited. 

“Every deal we’ve made," went the 
gospel according to Ken, “has 
enabled us to make better product. 
That’s what’s good about getting 
bigger." Asked for specifics, 
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The world's great Men-of-War sail 
again ... and you're in contmandl 

tep aboard Avalon Hill's new Wooden Ships & 
Iron Men and lake command of the mightiest 
American, British, French and Spanish 
warships deployed during the American Revolution 
and Napoleonic Eras. 

Outmaneuver your opponent and rake him witli your long 
guns and carronades. Tlien close the range, grapple your 
ship to the enemy's and capture him by boarding action. 

Lead Admiral Nelson's fleet into battle at Trafalgar in his 
beloved Victoiy. Take on the Sempis with John Paul Jones' 
Bonhomme Richard. Choose from 17 historical ship-to-ship 
and fleet scenarios or Design Your Own! Also included is 
"The Campaign Game" which tests your mettle and tactical 
acumen in realistic naval engagements that shaped a 
glorious new country. 


Awash with naval drama and suspense. 

Wooden Ships & Iron Men can be played solitaire, 
"hot-seated" with a friend on the same computer, or play 
via E-mail against an opponent oceans away. And when 
you take command, just remember . . . 

Don't Give Up the Ship! 


A. 


Wooden Ships & Iron Men (Order No. 4070959) ri^ on 
IBM PC CD-ROM and compatible systems and can be 
sighted at leading computer game stores: Babbages, Best 
Buy, CompUSA, Computer City, Egghead, Electronics 
Boutique, Fry's, Micro Center, Software Etc., Walden's 
Software, and independent retailers worldwide, or call 
1-800-999-3222. Ask for dept. CGW12. 




Experience 3-dimensionaI action. 



Check the status 
sails 


The Avalon HiH Game Company 

DIVISION OF MONARCH AVALON. INC.4M7 IliffiCl Roiul, llullimorc. MI) 21214 • l•S()()-y'•)y-.•^222 •4l(t-254-92<K) 
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edge of Sierra’s technology 
advances, and it sounds like KQ8 is 
no exception. 

That’s the presumed result at 
Sierra and a desirable outcome for 
the gamer. Yet, what happens to the 
market as a whole when mergers take 
place? The results are mixed and 
yield mixed results for the gamer. 

First, the immediate result of a 
merger is a reduction in the actual 
number of titles sent to market. EA’s 
purchase of Bullfrog has given the 
prolific Brifish developer more breath- 
ing room and allowed them more 
time to properly finish games and get 
them to market. The financial "breath- 
ing room" may be an actual disincen- 
tive in terms of shipping products 
and may, as a result, actually reduce 
the number of titles on sale this year. 
But it could have the advantage of 
giving us more stable product. 
Mindscape’s acquisition of SSI also 
reduced SSI’s tendency to release so 
many different titles per year. Indeed, 
Mindscape itself is said to be limiting 
its number of titles by slashing its 
development schedule and focusing 
on fewer, hopefully better, games. 
Spectrum HoloByte’s acquisition of 
MicroProse seemed to accomplish 
the same thing in its early days. Now, 
the east coast subsidiary has a repu- 
tation for releasing titles too soon in 
order to generate cash flow and keep 
things moving. 

Second, the result of a merger is 
to change the management. It is rare 
when the same management team is 
retained for longer than a few months 
to a year’s transition. This can be 
good when the strengths of the new 
management complement or super- 
sede the strengths of the old man- 
agement. Williams thinks the new 
management is better at handling 
some aspects of the business, and 
that their strength will complement 
his strengths at the product level. The 
new producis from Impressions are 
already showing the benefit of 

Jk. 


Sierra’s technology-sharing, and the 
latest products from SSI have certain- 
ly reaped the harvest of Mindscape’s 
technology investment. These are 
positive changes. 

Negative changes take place when 
management from outside a given 
field come into the operation and 
make assumptions without trying to 
learn from the past. The Hollywood 
invasion of the computer game 
industry and the toy company per- 
sonnel who have come into our 
industry have had less than sterling 
success, even when big money cor- 
porations like Time-Warner have taken 
over fringe operations like Atari 
Games and Tengen. The new man- 
agement has to be willing to learn 
from the acquired company’s past. 

Third, the result of mergers is to 
consolidate the market. For a while, 
there should be less “noise" and dis- 
traction at the retail level. As con- 
sumers, we'll become comfortable 
with less brand names; see a better 
representation of the total market at 
retail; and perhaps, see an eventual 
drop in prices. The last point may 
sound too Pollyanna-ish, but if the 
merged companies attain any kind of 
efficiency and if the larger companies 
in a more consolidated market don’t 
have to pay as much to get into retail 
shelf space, it COULD happen. At the 
very least, the merger mania taking 
place may ensure that real prices 
don’t increase, just as the reduced 
cost of goods brought about via CDs 
has kept the basic price of computer 
games around $60 for over two years. 

So, what are we to make of the 
current merger mania? It reduces the 
chances of the one-or two-man shop 
to come in with a megabit and sweep 
the industry, but it probably keeps the 
industry healthy in the long run. A 
healthy industry will keep up the flow 
of good games, and as long as there 
are good games to play, most of us 
will be happyS 
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r ^ In 1981 , ^ 

ZORK CAPTiVA-TED RliLLionS 
WITH WORDS THAT TOLD OF A 
Great UnDERGROunD Eirpire 


In 1993 , Returei. TO Zork 

REVEALED A UniVERSE OP 
UnP RECEDE nTTD G R A P H: tC S 


AHD VIDEO 



in 1996, 

Eork riEmEsis 

BECOmES 

YOUR ViRTUAL WORLD* 

Travel THROUGH FrvE minD-BEnoinG 
WORLDS TO DfSCOVER THE AHCiEHT SECRET OF 
ALCHEmV THAT WILL FREE THE TRAPPED SOULS 
FROrtI EViL'S GRIP.., BEFORE THE fl EIIlESiS 

impRisons you with the others for eterhity. 




All-New Zork Adventure 

Five richly-detailed worlds draw you into a surreal storyline with 

OVER 35 INNOVATIVE PUZZLES AND 40 HOURS OF IMMERSIVE GAMEPLAY. 


SPECTACUUR PRODUCTION VALUES 

. Dramatic live-action video. Hollywood actors, hypnotic music. 

SPECIAL EFFECTS, AND SOUND BY SOUNDELUX MEDIA LABS CREATE 
.. A SEAMLESS VIRTUAL REALITY EXPERIENCE, 

STUNNING 3-D EXPERIENCE 

Z-VISION SURROUND TECHNOLOGY ALLOWS TRUE 360° MOVEMENT WITH 
STRIKING 16-BIT GRAPHICS FOR A DISTURBINGLY REALISTIC 3-D ADVENTURE, 



Available ©n WinDows‘95/rtiS-DOS“ CD-ROm 
Dare visit HTTP://www.ACTivisi0n.c0m. 
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YOU'VE GOT THE LOOK 

F inally. Finally, you’ve taken the plunge and upgraded 
your look. For years, I firmly felt that CGfklO’s sterile, 
blocky look undermined what has always been the 
best-written game magazine. Your new look, new lay- 
out, and especially your new editorials, are refreshingly excel- 
lent, and finally bring the look of the magazine up to the stan- 
: dard of the articles of the magazine (did I say finally?). For giv- 
ing a longtime reader what he’s asked for numerous times, my 
thanks! 

i do have a question which puzzles me. In your previews for 
Wing Comm/^der IV. you stated that the use of film instead of 
video really would increase the quality of the cinematics, but 
that only Sony Playstation users would see the difference. You 
•explained that PC users probably would see little change from 
the cinematics in Wing 3. Yet, Wing IV operates in full 16-bit 
color mode, which means quite an increase in colors which, 
coupled with the increased resolution, should make the film’s 
enhanced quality readily apparent. I am not familiar with the 
specs of the Sony Playstation, but you’ll have to excuse me if I 
find it a little difficult to believe that 16-bit SVGA resolution will 
not convey the increased quality of film to PC users. 

Raphael Tehan 
Berkeley, CA 

/ know it's hard to believe, but as PC-centric as we have tradi- 
tionally been, we know that the Playstation has the advantage on 
this one. 16-bit SVGA ofleis circa 35,000 colors. The Playstation 
supports more Ihan a million. The 16-bit SVGA playback will be 
hindered by video compression issues. The Playstation has a 
JPEG chip. The use of 35 mm film should enhance the SVGA 
graphics some, but it won 't be as noticeable as it will be on the 
Playstation. Of course, when it comes to resolution-the PC will 
win out. It just can 'l compete in terms of flesh tones and video 
speed. 


NUKE THE DUKE 

Over the past few yciirs, I have 
watched the gaming iiidiislr)’ lean 
more and more towards gratuitous 
violence. For ilie most part it hasn't 
concerned me, but yesterday I down- 
loaded a game which went o\ cr the 
line. 1 sure you know which one I ’m 
talking about — DuKK NUKtAl 3D. 
Now I really eiijo)' the whole DoOM- 
clonc genre, but Apogee has released 
the most ta.stelcs.s piece of garbage I 
have ever seen. Killing monsters 
doesn’t bother me, becau.se the\ 



don't exist. But in the .second level of 
the shareware Duke, you can kill 
female strippers in a bar. Moience 
against dcfcn.selc.ss vs’omen i.s a ven- 
real probleni, and for/\pogce to add 
this “feature" for the gainer’s enter- 
tainment is sickening and iucredibh’ 
irresponsible. Ihe sharew'are gaine is 
available for free from all the major 
online serxices and many internet 
sites. Anyone can access the game, 
including children. Now. 1 know 
.Apogee's response; "'Ihcrc’s a 
parental password to protect chil- 
dren”, But 1 think we all know that 
kids are much more adept at comput- 
ers than their parents, and .some par- 
ents just don’t care. Tlrere have been 
computers in my home for llie ])ast 
12 years, and my j^arents barely know 
how' to turn one on. let alone set a 
password lock-out. 

'Ihe .sad tiling is that DUKI'; is prob- 
ablv the closest thing to the ''Doom- 
killer” ex’cryone has been anticijialing 
for the past tw o years. But w hat 
A[)ogee 


doe.sn’t seem to 
understand is that it’s the CIAME- 
PLAY that made Dot )M .so good, not 
the blood and gore, and certainly not 
the killing of innocent women. 
Apogee seems to think that more 
shock value equals more sales. 


lantes nm 
not be able to do anything about 
national endomnents, but they can 
put an end to natural endownents. 
Sony about that. Aiiyni'tn’, ii’c think the 
question actually hinges on verisiwili- 
lude. Ifyou couldn't kill the shippers, 
you would feel like the game was 
unnahiraify restricting )vu. Even 


Unfortunately, tiiey'rc [irobably right, 
but 1 really wish that A[)ogcc and 
other companies would sliow just a 
little bit of dccencv, rather than cater- 
ing to the lowest common denomi- 
nator. 

1 realize that I’m in the minoritv, 
and that my opinion is not a po|nilar 
one. But what 1 am asking is for those 
people who feel the .same w'ay 1 do. 
don’t buy the game, or any other 
Apogee game for that matter, f know 
it's tempting, but there will be other 
3D games that will be just as good, if 
not better. Don’t c\cn pirate it... show 
A]iogee and other companies that 
using shock-value tactics arc only 
going to be effective for so long 
before they go too far, 

Uine Denson 
M'lSU 


Wb thought the strippers were put 
there to appeal to the jesse I lelrns 
Militia. Virtual vigi- 
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Introducing more kick for 
your Pentium’ processor-based PC. 


Upgrade your Pentium® processor-based 
PC with a Pentium OverDrive® processor. 

Tlie new Pentium 
OverDrive processor 
is an easy-to-install, 
single-chip CPU 
upgrade that gives you a performance 
increase of over 50% on a wide range 
of popular softwares Like multimedia 



and games, or operating systems like 
Windows*95. 

Pentium OverDrive processors are 
now available for 60, 66, and 75 MHz 
Pentium processor-based PCs and, as 
always, for most Intel486'" processor- 
based PCs. All affordably priced. 

So if more performance is your 
ultimate goal, call your local dealer 


© 1996 Intel Corporation. tBased on upgrading a 60 MH? Pentium® processor-based PC with a 120 MHv. Pentium OverDrive® 
proce.ssor running a range of i6-hit productivity applications. 'All other brand names are trademarks of their respective owners. 


or call FaxBack*at I-800-525-30I9, 
doc. ''8739 for pricing and availability 
information. Or visit our Web site at 
http://www.intel.com/procs/ovrdrive/. 
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Ihough llw game lakes place in a fic- 
tional \iarkl. you’d prohabh com- 
plain. 'lliis isn't yen’ realistic!" \lc' 
think that e\ eiy “mdh'idiiar in a 
game should he "acthe." If it's in the 
game, you should he able to shoot it. 
Vial doesn't mean thatyou should 
shoot it, just that )'oj/ should haw the 
option. Oj course, regular readers of 
Coinpiilcr Gainiu" World c//,s-o/,7i(ni’ 
that nt' think there should he conse- 
quences, loo. In the real world, a per- 
son who touches a stripper usualh 
gels speedih' ejected from the premis- 
es. If Duke wastes the stril}pers, he is 
immediatel}’ assailed Iry {and often 
killed l})j anned aliens. Ma\j)e that 
will make the p/o)'er consider killing 
innocents moiv carefully. 

As to the other part of your 
point — that the game implies vio- 
lence to real women is okr)’—nnte 
that the women do not disintegrate 
into the blood}’ carcasses that the 
slaughtered monsters hecojne. Vie}’ 
disintegrate into money. One could 
even argue that the symhohg}’ is that 
strippers aren’t realwomen, the}''re 
merchandise. Vien, you could 
debate whether the game was mak- 
ing a subtle statement against or 
for the exploitation of women in 
suchvenues. /31/7,' thel)oinl is 
that no one who jrlms this game 
believes that the result of shoot- 
ing a real woman, eien in a 
strip joint, would he to gel 
free money. Vie dc.sign team 
knew gamers and knev that 
gamers would shoot atylhing. 'Ihe)' 
pul in an unexpected effect that 
essentiall}' .sen’s', "Okey }vu did that. 

\ 'ei}' funiy here’s some money 
llhough itdoesyou no good), go back 
to Ihe game. ” 

it's vet}' obvious that shock 
value is intended in this game. 
don’t lurw priests stning up in 
churches with upside-down crosses 
without going for shock value. It’s not 
shock value that’s causing people to 


freedom of 

niovcincnl distiirbiii[;. and as 
far as (he controls go, I like the 
Wingman heller than Ihe 
Sidewinder and found the controls 
to be fine, considering that tlierc was 
a jenstiek sensitivity editor. I also 
loved ihe lingo, such as "Its darker 
than Sarlaee’s belly down here." 

/\.s for good aspects of the game, 
n{) mention was made lo how realis- 
tie ihe grapliies arc, and how much 


Ihe vehi- 
cles and shoot. We realh’ 
gel the feeling in feBt:i,/\ss.\L)LT 1 1 
that we’re on a rollercoaster as ire 
shoot at Ihe enemy. know that 
doesn’t matter to man}’ Stars W4irs 
fans such as yourself Of course, if ire 
were actual!}’ to shoot a womprat. ire 
wouldn’t know how to spell it. 


play it, though. I )( /W'! Nt/W':,\t 
has the same thing going for it as the 
initial DOOM—gameplo}’. 


REBEL DEFAULT 

I’m UTiting to question Shane 
^'looneys rci'iew' of l3lvBl’:i. A.SS.Mii:r 
11, 1 am a Hvear old SVarWr/re fanat- 
ic (unlike the rcsdewer, obviously, 
who sj^elled “wonqjrat” as "wom- 
bat") and found this to be an incredi- 
ble game. I did agree on some com- 
plaints, mainly on how .short the 
game was, but found many com- 
plaints to be quite critical. 'Hie 
toughness of the game could be 
altered through the Difficult)' Liditor, 
which I thought was a marvelous 
idea. 1 found the acting to be very 
decent, and I didn’t notice it a bit. 1 
personally don’t find the 
lack of 


We don’t achially know of 
an}' left-handed jrysticks. 
Perhaps Microsoft will build a 
Sinister Sidewinder. If there are 
an}' ja}’stick manufacturers who 
offer such a device, please let us 
know and we'll pass it on. In the 
meantime, you should check out Ihe 
programmable ones that haiv the 
"right" feel for your hand. 


LEFT-HANDED COMPLIMENT 

Inrst off, let me say that I realiv 
enjoy reading CCW. "Hie reviews 
and articles on upcoming games 
and breakthrough gaming technolo- 
gies are ver\' infonnatii'c and insight- 
ful. 1 like p!a\ing simulators and 
action games and currentK' use a 
jo\ 'Stick called 'Hie Right Stick from 
CH Products. I would really like to 
purcha.se [a] programmable josstick, 
but I have a problem, d hc)’ arc all 
made for tiic right hand and 1 am 
one of the many gamers/readers out 
there that is left handed. All m}' life 
people have been trsing to make me 
primarih' use my right hand. I hai'c 
become adept at using my right 
hand, but my reaction time is not as 
fast as w'ith ni)' left. Could )ou tell 
me if there is any manufacturer out 
there that prodiicc.s' a version of their 
Combat/Fighter stick for the left 
hand? 

John Penner 
FromTIie Internet 


damn fun the game is. Ma\'be N lr. 
Moonev didn’t find (his game too 
gripping, but for a young adult who 
has had a lifelong dream from child- 
hood to ride a speeder bike and live 
with the Fw'oks, this game w'as noth- 
ing short of .stupendous. 1 loved 
ever)' Icwel, and ha\'e found the 
replas' s'alue to be tremendous. 

I seriousl)' urge any dic-iiard Star 
Wars fan to buy Kt-iBEL ASS.MJLT 11. It 
puts cvciy sort of Star Wars action 
on 2 CD's, without going on ) our 
hard dris'c. If tliis game packs half 
the punch for you as it did for me, 
you’re going to love it. 

BenAkchukr 
Hingham, Massachusetts 


We did praise the graphics in our 
sneakprc\'iewofR\\.W.LAsSi\t]\:\'[\ 
fCGW #139, p. H8), but most of our 
readers are looking to both 
drivelfty 


^ 

You can reach Computer 
Coming World by U.S. Mail at: 
Computer Gaming W'orld 
Letters to the Editor 
135 Main St., Kth Roor 
San Fnmcisco, CA 94105 
lb reach us by email, jileasc 
send to: 

767()5.622@conipiiscr\e.com 
or CCW@aol.cnm. 
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^ORIGIN 

^Interact'm Movie 


ir/y awaited games df 1996" 


— Next Generation 




Available now on 

-X 1 . 

PC CD-ROM 
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http://www.ea.com/origin.htTnl 

Get Drigin’s □rnciAL Guide td Wing Commander IV for all the answers and more! 

1 996. ORIGIN Systems, Inc. Origin Interactive Movie and The Price df Freedom are trademarks of ORIGIN Systems, inc. 
RiGiN and Wing Commander are registered trademarks of ORIGIN Systems, inc. 
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Gateway And 
The Big Picture 

Say Goodbye To Your Television 


putting 
imput- 
s in the 
ing 

room have been abysmal fail- 


double as the family TV. Other 
components include a black- 
cased Pentium PC, a wireless 
keyboard, and a wireless track- 
ball remote. 

The PC comes with 16 MB 
of RAM, a 1.2 GB hard drive, an 


8x CD-ROM drive, and a 28.8 
Kbps modem. On the video 
side will be an STB graphics 
board based on BrookTree’s BtV 
chipset, that supports anti-alias- 
ing to cut down on the large- 
screen jaggies. STB’s audio 


picture qualities will have to wait 
until we can get our hands on 
the shipping version. 

Gateway positions 
Destination as a second com- 
puter; one that will be used in 
the living room to surf the net, 




board will be based on AMD’s 
InterWave audio chipset, which 
Gateway claims will have a 
Signal-to-Noise ratio around 85 
dB-in English, the audio 
should have very minimal hiss, 
InterWave also has a wavetable 
lookup synthesis engine, and 
supports Sound Blaster emula- 
tion in DOS. Unfortunately, this 
preproduction unit didn't pack 
the same video and sound 
cards that will ship with the sys- 
tem, so any final judgements 
about its audio, video, and TV 


explore multimedia, and play 
games while Mom’s running 
Quicken on the other PC. By 
including Harman Interactive’s 
Electronic Program Guide, 
they’re also touting it as an 
enhanced living room TV set. 
Unfortunately, some design 
decisions and omissions keep 
the Destination from squarely 
hitting either mark. On the PC 
front, it’s a fine Web browser, 
but it poses some roadblocks 
for entertainment use. The 
infrared keyboard has a laptop- 


The 

Destination 
system may 
not take 
full advan- 
tage of its 
hybrid 
nature, but 
its 31.5- 
inch-view- 
able screen 
definitely 
deserves a 
look. 


ures. Units such as the Tandy 
VIS, Commodore CDTV, and 
Philips CD-I-all very basic CD- 
ROM units without keyboards 
and designed to connect to the 
living room TV-were largely 
ignored by computer users and 
the mass-market alike. Now 
Gateway wants to put some 
computing hardware into your 
living room home-entertainment 
center. But instead of connect- 
ing to your current TV, Gateway 
aims to replace it. 

We journeyed to the wilds of 
South Dakota in early February 
to spend an evening with a pro- 
totype Destination system, the 
highlight of which is a 31.5-inch 
VGA monitor that’s designed to 


H 


jere’s a quick look at the hottest 
iproducts on store shelves, as 


well as the ones that may not 
survive through the winter chill. 


COHHAHD & 
CONQUER: COVERT 
OPERATIONS 

I Commanders, we have a situation 
i on our hands. The NOD/GDI have 
i struck again, and this time they 
have arrived in force. Now we must 
defend against their renewed onslaught, and 
then take the war to them, in order to end 
this conllict once and for all. Ten new mis- 



sions have been drawn up, to repel their 
attacks, perform surgical strikes, and conduct 
other exercises. I won't lie to you, the 
NOD/GDI are stronger than ever, having used 
their time to recuperate and grow; but we will 
finally wipe the Earth of their evil/oppressive 
presence and restore freedom to the globe. 
Prepare yourselves, commanders, for 10 
more missions for Command & Conquer that 
will lest even the toughest of generals. 

-£ Chin 

Westwood Sludios/Virgin Interactive (800) 
874-4607-, IBM PC CD BOM 
Reader Service #302 

BAD MOJO '*^1 

Raunchy and visceral, Bad 
Mojo hits you like a whiff of 
something awful. You navi- 
gate the counter-tops of a San Francisco ten- 


Ak. 
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Style touch-pad, and the remote con- 
trol has a trackball, but neither offers 
the precision or response necessary 
for gaming use. You may attach a 
joystick, but Gateway didn’t move the 
port to the front of the unit, so 
you’re forced fo reach behind fhe 
system fo connect it— a daunting 
prospect considering most home 
entertainment centers are usually 
cramped and wire-packed. 

As a TV, it’s certainly as service- 
able as your basic low-end con- 
sumer unit, but Gateway hasn't gone 
far enough to take advantage of the 
unique capabilities made possible 
by the TV/PC hybrid. The Harman 
software offers an on-line version of 
TV Guide, which allows you to 
browse program schedules, click on 
programs to select them, and even 
search for shows by genre, rating 
and star count. But it could easily do 
much more-the system would be a 
much sexier buy for videophiles if 
you could password-protect particu- 
lar shows so children couldn’t watch 
them, or click on programs and have 
your VCR automatically tape them. 
Although both NTSC and S-Video 
inputs on the system’s video card 
allow you to watch VCR and 


laserdisc programs on the 
Destination screen, there’s no soft- 
ware provision for picfure-in-picture. 
And while you can resize the TV dis- 
play into a small window, the beta 
software we saw had no provision 
for setting the window to always dis- 
play in front of others. 

Don’t get us wrong-there are 
aspects of the system that are very 
exciting, particularly the huge moni- 
tor. Playing Duke Nukem 3D on a 
monitor with a 31.5-inch tube gives 
a new meaning to fhe word “blast.” 
The monitor is a TV tube with SVGA- 
quality electron guns to allow high- 
resolution displays (up to 800x600). 
We’re also happy to see fast proces- 
sors and lots of memory. But it’s a 
shame that Destination doesn’t live 
up to the potential ottered by its 
unique hybrid nature, and that the 
hardware itself isn’t thought out well 
enough to completely satisfy either 
the gamer or the consumer electron- 
ics buyer. Sure, it is the first of its 
kind, but when you drop $4,000 
(120 MHz) or $5,000 (166 MHz} tor 
a product, you want it to be right. 

We do see much potential here, 
and we want that monitor, if Gateway 
can fine-tune the system’s input 


devices and ergonomics to create a 
TV component that takes better 
advantage of the system’s bipolar 


nature, it may yet become a popular 
Destination tor gameis-Denny Atkin 
& Dave Salvator 




ement, scurrying over naif-eaten TV dinners and cig- 
arette butts to find out who-or what-turned you 
into a cockroach. Fellow vermin help out by giving 
you tips tor your search, and completing a task trig- 
gers cinematic interludes to till in the missing pieces. 
Bad Mojo sports a smooth keyboard-controlled inter- 
face, complemented by some truly shocking graph- 
ics. Compelling, but definitely not "family'' entertain- 
ment. Myst for Bukowski tans.-ZC. Hunter 
Pulse £ntertainment.(310) 264-5580\ PC CD-ROM 
Reader Service #301 


ESPN 2 EXTREHE GAMES 

This tast-action derby-style race game 
sends you into the streets of San 
Francisco and various other locations. 

You brave dangerous courses and 
punch-throwing competitors while riding 
the “extreme” vehicle of your choice: mountain bike, 
skateboard, in-line skates or the infamous street luge. 
We were a little disappointed to see the PC version of 
this Playstation title had inferior graphics and seri- 
ously pixeliated video sequences. But we were happy 
to see that the action remained the same. This is 
basically a PC version of Road RASn-race down a 
course 
avoiding 
obstacles 
and knock- 
ing oppo- 
nents out of 
your way. 

Our initial 
impression 




of Extreme Games is that it definitely has some tun 
potential. But we’re not sure, with its lack of diverse 
gaming elements, if it has legs,— G. Jones 
Sony ( 800) 438-7794: PC CD-ROM 
Reader Service #304 

RAYMAN 

Don’t mistake Rayman’s happy-go- 
lucky attitude for weakness. Rayman, 
the hero of the selt-titled PC game by Ubi Soft, 
smiles and laughs as he jumps and punches his 











Every day, nearly twenty 



report having 



In 1996, that number 

will increase 





M I N D S C A P E" 


(^l9SSKifjscipe.!nc RllfiqKsiesemil ©l99S[!ecfric0ieaiDs.liic SiliitlitsiK^ml niiiilsc99eRaie;<sieiMiiiilenailiiJiili9!MscetH9goiiiilfi(n|in;(ii!ni|aiem!narhsoFninflKipe.!ftcJtiiiiti!i(e{isi!iEiliia9eiiii[|isiiidlra(iw(hsi(enit[i(0(eitM[<titii'ss;ecfii!M(i! 




Americans 






dramatically. 


Coming Feb 96 on CF-ROLi for luac & PC. 
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Intel (On Steroids) Inside 


L ast year, Intel released 
Pentium OverDrive chips 
for 486 processors. These 
were somewhat under- 
whelming due to perfor- 
mance limitations imposed 
by 486 motherboard archi- 
tecture. Now the company 
has released OverDrive processors lor 



Ust year’s hot 

Pentium seem Pentium systems; these are definitely worth 
slow? Drop in a a [pok if you’re finding your system is lack- 
and put youTpc ''^9 needed for the latest and 

in overdrive. greatest games. 


These chips will be especially welcome to 
owners of 60- and 66-MHz Pentium sys- 
tems, which, until now. weren't processor- 
upgradeable. Although some Pentium 75, 
90, and 100 systems can be upgraded to a 
faster processor simply by tossing in a new 
Pentium chip and throwing a few jumpers, 
many don’t support the clock multiples of 2 
or 2.5 times the speed of the system bus 
(versus 1.5x for the original chips} used by 
Pentium chips running over 100 MHz. 
Another consideration is system noise gen- 
erated by the high-speed chips-older 
motherboards may exhibit problems run- 
ning extremely high-speed processors. The 
Pentium OverDrive chips include on-chip 
capacitance to avoid such problems, as 
well as a built-on fan/heat-sink combo. 

We tested two OverDrive chips, a 120-MHz 
version designed for a P60 system, and a 
166-MHz version designed to replace a 
P100. Both chips provided dramatic speed 
increases: Overall performance on the P60 
system was around 50 percent better, while 
the P100 system showed almost a 40-per- 
cent speed boost. Note that these 
OverDrive chips won’t quite bring older sys- 
tems up to the performance of the newest 


hot-rod PCs due to the faster chipsets and 
cache si^tems used on newer mother- 
boards. With the 166-MHz OverDrive chip, 
a late 1994 Dell XPS-100 with an old Intel 
Neptune motherboard performed about the 
same as a new Gateway PI 33 system. 
Installed in a newer clone system based on 
an ASUS motherboard, the chip provided 
full PI 66 performance. 

For more information on the OverDrive 
chips, check out 

hllp://mwMet.com/procs/ovr(lrive on the 
World Wide Web, or call Intel at 800-538- 
3373. 

-Denny Alkin 

He Need for"Sp^* 
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way through several colorful, well-conceived 
levels. With graphics reminiscent of Donkey 
Kong Country, and some nice gameplay 
twists, like mini games and dark levels where 
your vision is limited, Rayman entertained us 
for a spell. This platform game even appears 
capable of breaking the monotony that 
plagues many of its counterparts. He’s not as 
cool as Earthworm JiM-he’s way too cute- 
but Rayman is a pleasant diversion, par- 
ticularly for younger gamers.-G. Jones 
Ubi Soft (415) 464-4440; PC CD-ROM 
Reader Service #305 

WILLIAMS ARCADE 
CLASSICS 

For the past few years I’ve 
kicked myself for passing 
up a chance to buy a used 


SiNiSTAR-my favorite coin-op game-for a 
measly $600. Now the self-abuse can stop. 
Digital Eclipse and GT Interactive have 
crammed an entire Sinistar machine-and 
five other classic Williams coin-ops-on a 
single CD-ROM. 

These aren’t ports, either. They’re the actual 
arcade machine code, running on an emula- 
tor under DOS, Win 3.1, or Win 95. The 



games play exactly like the originals; your 
only concern is finding a good controller. If 
you were a fan of Defender, Defender !l 
(StarGate), Joust, Robotron, Bubbles, or 
Sinistar, the nostalgia and play value here is 
well worth your quarters.— D. Atkin 
GT Interactive. (212) 726-6500; IBM CD-ROM 
Reader Service #306 

DEFCON 5 

Defcon 5 immediately drops 
you into the action amidst 
urgent instructions. "Report to the control 
room immediately,’’ the feminine voice 
demands, but you're given no idea where the 
hell the control room is. or what to do once 
you get there. But sometimes confusion is 
good. Once you’ve consulted the manual 
(basically a walk-through of the opening 




SiBPPa Sells 
FopSIBIIIIoii 


S ierra On-Line, the 
successful publisher 
of the best-selling 
Gabriel Knight II and 
Caesar II, experienced role- 
reversal on February 20. After 
successfully acquiring 
Papyrus Software, publisher of 
NASCAR Racing and 
Impressions Software, publish- 
er of Caesar and Space Bucks, 
Sierra itself became an acqui- 
sition of cue International, 

Inc. cue is best known for its 
Auto Advantage and Shoppers 
Advantage services (among 
other travel, dining, and finan- 
cial services) provided to 40 
million members worldwide. 
The merger was handled via a 
pure stock swap with each 
Sierra shareholder receiving 
1.225 shares of CUC com- 


mon stock for each share of 
Sierra common stock. The 
transaction is valued at 
approximately $1 billion dol- 
lars. 

According to Sierra On-Line 
CEO Ken Williams, CUC 
International is approximately 
10 times the size of Sierra. 
Williams believes the merger 
will allow the new company to 
both publish belter products 
and to eventually create the 
elusive "killer app" on the 
Internet. He declined com- 
ment on the latter, saying it is 
too early to discuss. 

For more perspective on the 
mergers and acquisitions 
sweeping the industry, see 
Johnny Wilson's Editorial. 
-Jill Anderson 
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I J|d^_3D .30 Realnisj 

I 2. Zone Raiders 30 Hovercar Image Space 

Racing/Shooter A/ir^n 

BlizzarcfJ 


CGW Handicaps The Happy 
Puppy Download List 

There are no surprises here. We’ve 
known Duke Nukem 3D was a sure 
thing from the time we first saw it last 
Spring. The game got even better as il 
progressed and you can expect it to 
lop this list till Quake comes out and 
gives it a run for its mon^. If Zone Raiders 
continues at this level of Interest, II could be 
a sleeper for Virgin. Warcraft 2 and 
Command & Conquer are also terrific games 
with plenty of pre-release buzz, so it’s no 
wonder they have appeared on this potential 
list of hits. We also think that some of the 
interest in Screamer and Need for Speed 


4. Spaced 

Side-scrolling 

Daniel Hatfner 

g^ommandS 

Slralegy/Wargame 

Adventure 

Wes.twood 

6. Beavis& 

Moist 

Viacom New 

Butthead Virtual 

Overhead 

Media 

Hock-a-Loogie 

Shooter 


f. Moifel 

kms 

Martial Arts 

Aefion 

GF Interactive 

8. Screamer 

30 Racing 

Virgin 


10. Need for Speed 

Racing Simulation 

EA 



may have come from being featured in our 
"Burning Rubber" round-up during the same 
time period. Apache continues to prove that 
there is a market for solid simulations with 
middle-of-the-road graphics but exceptional 
gameplay. Expect all of the products men- 
tioned here to do extremely wet! at retail, 
most cracking the 100,000 unit barrier. 



action sequence) and figured out what to do and 
how to do it, you 11 wonder in horror, “Why did I 
buy this game?" Muddled graphics, horrible con- 
trols and seriously deficient gameplay make 
DEFCON 5’s wannabee Doom a most unsettling 
experience.-G. Jones 
Vic Tokai; (310) 326-8880: IBM PC CD-BOM 
Reader Service #307 



LION 

This game would have been a 
great tille...two years ago, but 
Lion borrows so heavily from its predecessor. 
Wolf, without adding anything new, that it comes 
off looking like an old and dated product. Lion 
offers the same role-playing experience as Wolf 


(you assume all aspects of the animal’s life: hunt- 
ing, mating, and surviving), except this time you 
are the King of Beasts in the African Savannah. 
However, the key element missing from Lion is 
gameplay. Wolf had it back in 1993, and it was a 
relatively groundbreaking and fun game. Lion’s 
main problem is the graphics; they haven’t been 
upgraded since Wolf, and they are so bad it’s 
hard to discern a gazelle from a rock. 
Basically, Lion looks and feels exactly like 
Wolf did two years ago, save for the 
change of species and venue. Today 
though, without updated graphics, this 
type of game just isn’t as fun anymore.- 
£ Chin 

Sancluaiy Woods (415) 286-6000 

IBM PC CD-ROM 

Reader Service #303 
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Now Available 

Command fi* Conquer: The Covert Operations’ 
Featuring 15 Uew Missions 



The NEAR FUTURE looms ahead on the horizon like a toxic cloud. 
Knowledge is power. Technology is deadly. And the information 
highway is littered with RQADKILL . It’s the world of Command 8e 
Conquer''',' the frighteningly realistic new strategy game from the 
creators of Dune™ K Here, your quick thinking is REWARDED with 
victory; your INDECISION . death. You will choose your side. Build 
your bases. Gather resources. Attack enemy strongholds. And react 
as if your life depended on it. Because it does. Your WEAPONRY? 
Unlike any you’ve experienced before. Hoards of futuristic fighter 
craft. THUNDERING 50-gigawatt ion cannons. And the terrifying 



Devil’s Tongue flame-thrower. Your only ally? A constant barrage 
of satellite news reports from the front. But BE WARNED: one 
ill-plan n ed ATTACK and you’re a statistic. Command & Conquer. 
Two compact discs packed with real-time, light-now action, over 60 
minutes of intense full-motaon video, and a ton of JAW-DROPPING, 
3-D rendered gameplay that’!! take you headfirst into the thick of 
BATTLE . Now that’s something even amateur WARMONGERS will 



appreciate. Just call 800-874-4607 to order direct or visit your 
nearest retail outlet. If you would like more information, 
please contact Westwood Studios on the Internet: 

www.westwood.com 
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ON THE SHELF 


TV 


Initiative 


A consortium of vendors called 
ttie POWER alliance has big 
plans for the Interactive Age. 
Comprised of Scientific- 
Atlanta, PowerTV, Sybase, 
3D Labs, and Oracle among 
others, the POWER alliance is seeking to put a 
set-top box in your living room to deliver ‘'inter- 
active" content-including games. Using a pro- 
prietary OS, the box is priced at about $500, 
will have as little as 512 KB RAM, and will rely 
heavily on isochronous, or “jusl-in-time" data 
streamed from the service provider's servers. 
There's been a good bit of buzz about cable 
modems for PCs, but TV cable systems are 
much more optimized for ''downstream'’ band- 
width (from cable provider to your house) rather 
than sending bits the other direction. Will this 
be a boon for on-line gaming, delivering on the 
promise of lots of cheap bandwidth for the ulti- 
mate gaming spectacle? And more importantly, 
will these new set-top boxes play nice with your 
existing game rig? We're not so sure. Check out 
our web site this month where Dave Salvator 
takes a closer look at the ins and outs of 
POWER'S big plans, and what we can anticipate. 


Origin To Use Reai Spacecraft in 
Wing Commander V 



with Wing Commander IV barely 
' a month old. Origin has 
already announced incredible 
plans for the next game in 
the highly successful series. In another first for a 
computer game company. Origin says it will 
design small working models of highly maneu- 
verable drones which can be launched into 
space, piloted remotely and 
filmed. The craft will enable Wing 
V to have “unprecedented space 
flight realism and true ‘star 
appeal,'” says a company 
spokesperson. 

Although the next game in the 
SF series souhds more like fic- 
tion than science. Origin's Chris 
Roberts says it's the next logical 
step for his six-year old creation. 

"If you think about it.” he says, 

"Wing Commander was the game 
where we learned the mechanics 
of space fighting. We made tots 
of changes and improvements to 
the overall design in Wing II. 

With Wing III. we raised the bar 
considerably with better graph- 
ics. more realistic action, full- 
motion video and big name stars in the video 
segments. In Wing !V, we upped the ante again 



CHALK ONE UP TO THE 
MANIAC Origin's bold 
vision of true space- 
based combat could 
cost billions. This is an 
artist's conception of a 
Wing V booster vehicle. 


with real sets, more video, and, in my opinion, a 
much better story. We’ve reached the point of 
using real stars and real sets— now it’s time to 
take our act on location: real space." 

Analysts say it’s nearly impossible to estimate 
the cost of such an undertaking. Some put the 
figures at between $100 million and $10 billion, 
just to deploy a small number of remotely 

pilotable vehicles beyond earth’s 
atmosphere. Despite this. Origin’s 
Lord British (Richard Garriott) 
claims that he has much of the 
necessary financial support from 
investors. Says Garriott, “When we 
told [investorsl what we wanted to 
do for Wing Commander V, they 
were amazed. We’re talking about 
one of man's deepest desires— to 
break free of the bonds of earth. ... 
We know it seems costly in com- 
parison with other games, but this 
is unlike anything that's ever been 
done. I don't see any problem get- 
ting the financial backing for this 
project, and we expect to recoup 
the investment in the first week. 
You’re going to see a worldwide 
release on eight platforms in 36 
•it’s going to be a huge event. It’ll 


ISLAND CASINO 

The tropical beach- 
es of San Juan pro- 
vide a warm, inviting 
opening video for 
this title, but don’t be fooled-it 
doesn't get much colder than this. 
Although this is a promising concept 
for leaching the fundamentals of 
gambling games, such as Craps, 

Mint Baccarat, Roulette and a wide variety 
of card games, this buggy Iwo-CD ROM 
game is bogged down with superimposed 
minute video boxes, point-and-click naviga- 
tion through static casino scenes and 
superfluous dialogue. True to life, you reg- 
ister at the hotel’s front desk and get a 



room filled with “interactive” gadgets, but 


they hardly qualify as gameplay. Ultimately 
all is not wasted; it is a good tutorial for 
learning new gambling games, and the 
casino and Vegas games are enjoyable. 
-J. Anderson 

GT Inleraclive, (970) 522-1844 

PC CD ROM, Wintlom 
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counlries- 
dwarf even Windows 95." 

For those who still remain planted on terra 
firma, Garriott counters that Origin doesn’t have 
to create everything from scratch. “There are 
now six separate countries which can launch 
satellites info space, and we’re talking with all of 
them. We’re also engaged in ongoing discus- 
sions with NASA, whose aeronautical engineers 
have been sharing a great deal of technical 
information with us in exchange for our latest 
releases." 

Both Roberts and Garriott declined further 
questions, but they did say that most gamers 
don't have the necessary hardware for such a 
game. Leaving the press conference. Garriott 
flashed a quick aside, “If you haven't already." 
he said with a smile, "now’s the time to start 
thinking about that upgrade to a super-cooled 
mainframe." 

Reprinted by permission from “The Fool, ” 
(April, 1996). 






^^Tgearheads: ^ 

War is fun 


A fast-paced, wacked-out, 
wind-vip toybox full of fun. 
Say hello to Disasteroid, 
Zapbot, Deadhead, 
Kangaruffian and company. 
You'll pick a team for 
speed, power and 
maneuverability. Then 
launch them against 
an opponent or 
your comp'Jter. 


environments, each with increas- 
ing levels of difficulty. You'd 
better have a strategy and 
think fast. 'Cause the one who 
ends up with the most toys wins. 

Gearheads. For grownups 
who still like to fight over toys. 
For Windows and Mac CD-ROM. 


a tiinoiiH war ot winii-iii) toy.s 


PH UPS 
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Designed for 


Microsoft ’ 

Windows"95 


' Slick Man I 




2050: The city lies 
before you ripe for the \\ 
taking. Your forces are 
ready to rip through 
it-killing, intimidating, '• 
bribing or extorting anyone 
who gets in their way. A 

Victory is assured ... j 

until this guy shows up. 

• Hire and deploy 70 different gangs 
as you conquer the future 

• Multiplayer compatibility for up to 6 
players over network and/or modem 

• 50 new technologies to 
research from Kevlar Armor 
to Plasma Launchers 

• A strategic challenge for 
gamers of all skill levels 

• Multiple difficulty settings 

and scenarios \ 

• Excellent ‘High Color’ graphics 

Available for Windows 95 
and Macintosh 


® Computing, Inc. 

Overlords Is a trademark of 
^^sJioW^orid Computing, Inc. All rights 
IBM screens shown, actual 
may vary. All other trademarks 
to Bieir respective holder(s]. 
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Super Heroes 


GAME TRACK 


A 


SIGHHNGS 


H ere's an early look at the space invaders that will be vying for I away, and they aren't even playable yet, but at least you can see 
room on your hard drive. Some of these games are still months I what they look like, and get an idea what their intentions are. 



W e hope we’re not jinxing 
things, but finaliy-a 
superheroes game that will 
actually ship! Superheroes, 
by MicroProse, uses a high resolu- 
tion version of the X-COM engine to 
put you in control 
of your own Mali 
of Juslica You’ll 
scramble heroes 
to loca- 
tions around the 
globe and com- 
mand them 
against the forces 

Superpowers, Of 
course, will factor 


into battles-how else can you explain 
knocked-out villains crashing through 
walls? From our initial glance, 
Superheroes looks great. The only thing 
missing will be a Marvel or DC license... 



Magic: The 
Gathering 

T he game has changed sig- 
nificantly since we looked 
at the aborted DOS version 
last June. Besides being 
converted to Windows 95, the 


u 

game will be much more orient- 
ed toward solitaire play as a 
stand-alone adventure game. 
You move through the Magic 
universe via the typical 3/4 
oblique overhead perspective of 
classic adventure/roie-playing 


games and there is a definite 
goal to the game. Now, the 
game should be considered the 
story of your deck. Your goal is 
to defeat all five evil wizards 
(corresponding to the sources 
of power within the game), and 
you must build your deck to be 
able to accom- 
plish this. Also, 
the game’s Al is 
no longer ori- 
ented around 
specific decks, 
Sid Meier is 
building a very 
robust Al for all 
seasons. 
Fighting duels 
for rare cards, 
taking on 
quests, and 
answering riddles based on the 
Magic universe will still be in 
the game, but it is now expect- 
ed to be a 10-25 hour game 
from start to finish with enough 
random worlds to encourage 
repeat play. The interface is still 



cause desktop empires to rise 
and fall by late Summer. 

Titanic 

T he year is 1912. It’s half- 
past eleven, and you've 
been dining and dancing 
across the Atlantic on the 
ultimate luxury liner-the 
Titanic. At precisely 11:40 p.m. 
the ship is going to hit the ice- 
burg that sinks it and begins 
your race against the clock in 


in develop- 
ment, so rather 
than show you 
an interface 
that won’t be 
in the game, 
we have 
included here 
a picture of a 
Catwarrior, typ- 
ical of the art 
in the game. 


History of the 
World 

T his departure from the ror- 
mally complex boardgam- 
ing tare of Avalon Hill 
resulted in one ot their 
best-selling strategy games in 
several years. History of the 
World is a simple multiplayer 
game with an interesting twist: 
instead ot managing a single 



country through the ages, you 
play a series of empires from 
the lowly Khmer to the mighty 
Romans and Mongols. Various 
cards improve attack and 
defense, allow you take territo- 
ries through treachery, and even 
subject entire continents to 
plague, A wonderful cutthroat 
game where the winner is rarely 
decided until the last turn, 
History of the World should 


this 3-D adventure game. You 
have until 2:40 a.m, to collect 
clues and solve the puzzles that 
may alter history as we know it. 
Cyberflix’ Titanic employs over 
35 interactive period characters 
and an accurate 3-D re-creation 
of the ship. History buffs can 
also step out of the timeline 
and take a casual tour otthe 
ship, and exipore the art and 
relics of the period. 
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HANDS ON 


T hese are the games in development we’ve actually spent some I in the Pipeline, and they are complete enough to actually tell how 
time playing. They represent some of the most interesting titles I they’re going to play. Most should be released soon. 


KDuke Nukem 3D 


R ais scurry across the floor. Water drips from the ceil- 
ing. Crouching near the entrance to the bar, you 
pitch a pipe bomb into the room and detonate it to 
the unearthly screams of dying mutants. In the 
midst of the confusion, you burst into the room 
shotgun blazing, 
blowing holes in the aliens and leaving 
large patches of blood oozing down the 
walls. !t's right around then, spying a pret- 
ty girl by a tub of iced beer, that you start 
to realize this is more than just a Doom 
clone-it’s a game made tor truly sick 
people like yoi/. 

But it gets better. Scooping up ammo 
along the w£y, you tollow the sound of pul- 
sating disco music that leads to a kind of 
nightclub. Inside, in addition to a horde of 
evil maniacs, five shapely dancers gyrate to a throbbing beat on three ele- 
vated stages. After ventilating the creatures, you hop up on stage with the 
dancers, ottering a few bucks in exchange tor a glimpse of their virtues. 
Rats? Girls? Guns? Grenades? What did they leave out? Certainly not the 
bathrooms. Toilets are excellent places to: a) relieve yourself with audio 
accompaniment, 2) kick fixtures and see lovely blue geysers, or 3) dispense 
a powerful laxative from across the room to a pot-sitting mutant, in the form 
of an easy-to-swallow rocket-propelled grenade. 

Ail this tun, and we haven't even been underwater yet. Or strapped on a jet- 
pack and dive-bombed an unsuspecting victim with a high-explosive care 
package. Or lured an enemy into a room with a hologram and made him 


dance a fevered jig while stitching his intestines with machine gun rounds. 
Love may be a many-spiendored thing, but you sure won’t care when Duke 
Nukem comes to town. 

If you haven’t piayed it yet, Duke Nukem 3D is the new first-person killing 
spree from 3D Realms, a division of Apogee, Like other Apogee games, 
Duke is available in a shareware ver- 
sion which can be downloaded from 
various web sites (see 
www.Sdrealms.com), The game sup- 
ports eight players on a local network 
or two players via modem, 
in addition to advancing the state of 
the art of 3-D action games with slop- 
ing surfaces, underwater combat, 
wonderful explosions and politically 
incorrect gratuitous violence and sex, 
Duke Nukem 3D has the richest envi- 
ronment of any of the so-called Doom clones. There are more things to see 
and do in Duke than you’ve ever seen in Doom or Heretic or Hexen. Its true 
3D engine enables greater freedom of movement, including crouching, 
looking up or down, jumping, swimming and flying. There are good sound 
effects and amusing digital audio quips like, "Who wants some?," and 
"Holy sh-l” The screen size, resolution, gore and cheesecake can be 
scaled to suit your taste and system performance. 

We think Duke Nukem will be one of the hottest action games for 1996, and 
we eagerly await the final version's release in March. —Ken Brown 
Apogee/FormGen 888-FormGen (367-6436) 

PC 



►RIPPER 

ombine 
the acting 
talents of 
Chris- 
topher 
Walken, 
Karen Allen, Burgess Meredith 
with some intriguing graphic 
adventure puzzles and a future 
noir horror plot with cyberpunk 
wrapping. The result is Ripper, 
an interactive movie with 
enough solid game elements to 
keep you hanging in there until 
you solve the mystery. You’re 
cast in the role of an investiga- 


tive reporter on the homicide 
beat. You’ve solved a few cases 
in the past, so the police don’t 
like you and give you the same 
kind of verbal abuse you’d 
expect to receive as a Raymond 
Chandler private eye. The main 
difference is that this is the 
future. Many of the victims are 
splayed open in graphic gore in 
front of their computers, even 
though (dramatic pause) all the 
doors and windows were 
locked. 

You wander around with a nou- 
veau Newton, a futuristic PDA 
that is a combination scanner. 




cellular phone and com- 
puter, and coiled clues 
and evidence. One such 
clue is the scanning of a 
broken cup. You scan it 
because a police detec- 
tive just broke it in front 
of you with obvious 
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intent to keep you in the dark. 
You discover something written 
on the cup, BUT you have to put 
the virtual cup together on your 
computer screen in order to get 
the clue. Now, we’ve seen 3-D 
jigsaw puzzles on computer 
screens belore, but rarely 
worked quite so logically into 
the game’s story. 

Our early experiences with the 
game indicate that the acting is 
mixed. With the professional 
cast, you'd expect sterling per- 
formances at every juncture. To 
be sure, there are some sterling 
performances in the game, but 
they don’t always come from 
the big name players. The best 
news is that the game really 
does have multiple endings. 
Ripper may well be the elusive 
replayable graphic adventure 
we’ve expected for so long.- 
Johnny L Wilson 
Take2 (212)941-2988 
PC CD-ROM 


^Sid Meier’s 
Civilization II 

ou’ve lost 
several 
years of 
your life to 
Civilization. 
You’ve fall- 
en back into that dangerous 
addiction with CivNet. Well, now 
It’s time to throw away whatever 
life you’ve managed to recon- 
struct, because Sio Meier’s 
Civilization II is coming to a 
computer near you, and what 
happens next isn’t going to be 
pretty. Of course, I mean that in 
a good way. 

In Civilization II, we have new 
units, new technologies, new 
tribes, new diplomatic options, 
SVGA graphics, a 3-D isometric 


view that actually works, multi- 
media flicks and sounds that 
enhance and illustrate your con- 
quests and discoveries, and a 
veritable fruit basket of new 
Wonders of the World. Another 


welcome addition is a Far 
Eastern town/castle model, so 
now gamers who select China 
as a tribe won’t have to live in 
Grecian forums or European 
castles, TheAl in Civ II should 
be much more challenging, and 
for those who thought the 
Emperor level was a cake-walk 
In the original Civ, there Is a 
sixth level of difficulty: Divinity 
level. The diplomatic options 
included will let you establish 
territorial borders, set up more 
sophisticated trade and 
exchange treaties, and form 
cooperative alliances. Another 
addition to whet the appetites of 
gamers is the inclusion of sce- 
narios (we only played the 
World War II scenario where we 
could play one of seven nations 
in the war). 

For those of us spoiled by the 
sophisticated combat of recent 
wargames, Civ II offers a much- 
enhanced combat resolution 
system. Units now have “hit 
points” represented by a health 
bar that displays the damage 


being suffered in combat. Units 
can also be repaired now, and 
new facilities, such as ports, will 
provide more modifiers to com- 
bat. 

The only problem we saw with 


Civ II is that Microprose main- 
tains that it will release as a 
stand-alone product, without 
any multiplayer capability. While 
Civ II looks like a phenomena! 
game already, it would be even 
better as a multiplayer game. 
Whether Microprose will heed 
our advice, and the wishes ot 
thousands of gamers, remains 
to be seen. We certainly hope 
they can plug in multiplay 
before their summer release 
time frame. 

Civilization li looks like it will 
revolutionize strategy gaming 
today, just as Civilization did five 
years ago. It looks better, plays 
better, and offers a plethora ot 
new options, without sacrificing 
the gameplay that made the 
original a true classic. CivNet 
was only a minor tidbit to tide 
us over until the real big show: 
Civilization II, and what a show 
it will bs.-EllioH Chin 
Microprose/Spectrum HoloByle 
(410)771-0440 
PC CD-ROM 




IQth Planet Bethesda 

9/96 

1943 European Air War MIcroProse 02/96 

AD&D Deathkeep SSI 

5/96 

Afterlife LucasArts 

Spring 96 

Age of Rifles SSI 

7/96 

American Civil War Inleraclive Magic Q2/96 

Azrael's Tear Mindscape 

6/96 

Betrayal In Antara Sierra 

9/96 

Callahan's Crosslime Saloon Legend 

Spring 96 

Chessmaster 50B0 Mindscape 

4/96 

Conquest el the New World Interplay 4196 

Oaggerfall Bethesda 

Q2/96 

Dark Earth Mindscape 

10/96 

Duke Nukem 30 3D Realms 

3/96 

Guardians of Destiny Virgin 

02/96 

History of the World Avalon Hill 

8/96 

Jagged Alliance Gold Summer 

96 

Lighthouse Sierra 

6/96 

Magic of Xanth Legend 

Fall 96 

Magic the Gathering MicroProse Summer 96 

Master of Orion 2; Antares MicroProse 02/96 

MegaRace 2 Mindscape 

4/96 

Metal Lords New World 

Spring 96 

Micro League Baseball 96 MicroLeague 6/96 

Mission Force; Cyberstorm Sierra 

Spring 96 

Monty Python & Holy Grail 7th Level 

Summer 96 

Myst II Broderbund 

Q2/96 

Nemesis Sir-Tech 

9/96 

Over the Reich Avalon Hill 

5/96 

Pax Imperia II Blizzard 

01/96 

Return to Krondor 7lh Level 

6/96 

Ripper Take 2 

Spring 96 

Robert E. Lee Sierra 

6/96 

Shadows of Riva Sir Tech 

8/96 

Sid Meier’s Civiiization it MicroProse 3/96 

Star Fleet Academy Interplay 

Summer 96 

Star Trader Mindscape 

6/96 

SuperHeroes MicroProse 

02/96 

Terra Nova Virgin 

4/96 

The Dame Was Loaded Philips 

4/96 

The Last Blitzkrieg SSG 

Q1/96 

Theme Hospital Bulltrog/EA 

4/96 

Third Reich Avalon Hill 

6/96 

Threshold Mindscape 

5/96 

Timelapse GTE Entertainment 

8/96 

X-Com 3; The Apocaiypse MicroProse Fall 96 

Wizardry Gold Sir Tech 

4/96 

Wooden Ships & Iron Men AH 

4/96 

Z Virgin 

Q2/96 




Solving the Mystery means 
Visiting the Dark Pit of your Soul 




"THE NEW GENRE 
OF INTERACTIVE 
HORROR!"-GAME FAN 


A full moon rises ovfr' V.fd'National 

ri,,. 

Hospilal. Inside-tfie father, a doctor 


'"SPINE-TINGLING 

ACTIONI'-EGM 


the innocent, the seeker. You are about 


SLICK, STYLISH, 
SCARY FUN!" 
-GAME PLAYERS 


to enter the darkness for?v^\ 


Buried within is a secret to D. Solve the mystery 
and enter the D sweepstakes at participating retailers. 
http://www.acclalmnatlon.com 
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Enter the challenging, mind-altering world of Rayman. 

and you just might find yourself in a place beyond any gamer's wildest imagination! 

Win the E3 Extravaganza and Ubi Soft Entertainment 

will fly you and a guest to Los Angeles for the biggest show in the gaming industry, 

May 1 6-1 8th. you u receive plane tickets 
(from anywhere in the continental U.S. to LAX), hotel accommodations, n 

EXPO E3 passes and spending money! 

# Here’s the deal... 

to be entered in the drawing, you must complete this 
crossword puzzle. How do you get the answers. . .easy! 
Just play the Rayman demo on the game disk found 
with this magazine, and all of the clues you need are 
hidden inside a complex realm of psychedelic land- 
L 0 s A H G E L E s ■ 9 6 scapes, absurd characters, formidable opponents, and 

unchartcred levels of dementia... 


Once you’ve solved the puzzle, tear it out along with the registration card, and MAIL 
USING YOUR OWN ENVELOPE BEFORE APRIL 20, 1996 TO THE ADDRESS LISTED BELOW. 


'V Contest Rules: 1. No Purchase Necessary: To enter, mail the completed puzzle and questionnaire in your own envelope tO: Ubi Soft E3 Extravaganza, 80 East Sir 
^ Francis Drake Blvd., Ste. 3E, Larkspur, CA 94939. No purchase or payment of any money is necessary to enter. One entry per household. All entries must be hand- 
written. Mechanically reproduced entries will not be accepted. Entries must be received by April 24, 1996. All entries become exclusive property of Ubi Soft 
Entertainment and will not be acknowledged or returned. One prize winner will be notified by phone. Odds of winning will be determined by the number of valid 
entries received. Sweepstakes open to residents of United States and Canada only. Void In Rhode Island and Quebec. Winners shall sign an affida\rit of eligibllity/release 
of trabiiity/prize acceptance within 7 days of notification or they will forfeit prize. For more Information call: 1-800-UBI-SOFT. 1995 Ubi Soft Entertainment. All Rights 
Reserved. All other trademarks are property of their respective holders. Must be 1 8 years or older to win. 
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>SmkK PREVIEW * RED BARON II 


BARON VON 
SEQUEL 

HH GAME STILL IN DEVELOPMENT 

Sierra/Dynamix’s Ground-Up Remake Of A Classic Scores A Bullseye 

by Denny Atkin 



O n July 6, 1917, a British bullet round grazed the 
skull of Manfred von Richtofen-the Red Baron- 
and the famed pilot spun down to a crash landing. 
Although he recovered within a month and went 
back into combat, his performance didn't match 
his early glory-he scored only six kills in eight 
months, going a six-month period with only two 
planes downed. 

With the original 1991 Red BARorr widely consid- 
ered the benchmark World War I simulation (it can 
still be found on store shelves today}, many sim fliers have been 
concerned that its sequel might fly more like the post-July 6 
Richtofen: impressive, but lacking its former glory. It doesn’t seem 
possible to add all the bells and whistles needed to please today's 
sim flyer and still maintain the authenticity and fun that gave the 
original such long legs. 

Well, it might not be possible for many development teams, but 
when you take the experience and talent that created the original 
Red Barom and add in one of the creative forces behind PALCOtj 3.0 
(perhaps the only other sim to enjoy BAROtr’s longevity), you’re not 
talking about just any development team. And I’m happy to report 
that the early version of Red Baron II (RBII) that I’ve been flying for 
the past tew weeks indicates not only that RBII won’t disappoint, 
but that it should blow 


the flying scarves off 
even the most jaded 
and experienced flight 
sim fans. 

BASE INSTINCTS 

The first thing you’re 
likely to see upon boot- 
ing RBII is a large win- 
dow behind an oak 
desk, through which 
you’ll notice a Fokker 
triplane taxiing away. 
The window is an ironic 
centerpiece tor RBII’s 
interface, since it’s a 


[ CLOSE ENCOUNTER That’S Richtofen himself passing under your 
plane: better watch your six. 



Windows 95 engine that serves as the foundation for most of this 
sequel’s enhancements. 

You’ll mouse your way around a nicely rendered base HQ to 
select your missions, track the progress of the war, and learn 
what's happening with your squadron mates. The interface strikes 
a nice balance between setting a World War I mood and allowing 
you to quickly accomplish your between-fiight tasks. 

The aforementioned window sits atop a desk that serves as the 
game’s control center, it’s here you’ll choose the type of game 
(Quick Fly, Single Mission, or Campaign), check high scores, and 
access other modules such as multi-player support and the mis- 
sion builder. When you’re playing in career mode you’ll also have 
access to an officer’s lounge where you can check the progress of 
the war in the local newspaper, eavesdrop on card games to catch 
rumors from your squadron mates, and so on. Finally, there’s the 
Operations Office, where you’ll plan your mission using a particu- 
larly cool sandtable interface. (The lack of computers didn’t keep 
WWI mission pianners from creating 3-D models of their target 
environments-they simply built them from sand.) 

Win 95 also plays a big part of the flight portion of the game. 

RBII uses Microsoft’s DirectX routines (Direct Draw, Direct Sound, 
etc.) in the flight module, allowing the game to take full advantage 
of the graphics hardware on your video card. Even the early, unopti- 


RED BARON II • SNEAK PREVIEWS 


mized code I flew showed the advantage of this scheme-the trame 
rate in RBII was decidedly smoother under Win 95 than some 
equally detailed DOS games, such as EF2000, on the same 
machine. 


IN THE AIR TONIGHT 

One of the driving forces behind RBli is Gary Stottlemyer, late of 
Spectrum HoloByte. Stottlemyer was one ot the central designers of 
Falcon 3.0, and also helped design Falcon 4.0 before leaving 
Spectrum. Now he’s tasked with making RBII a game that will satis- 
fy not only gamers who started with the original Baron (and who 
are likely pretty hard-core by now), but also newer PC pilots. 

"First and foremost, I’m a flight sim fan," Stottlemyer says. "1 got 
Into this industry to do sims right.'' An aerobatics pilot who spent 
five years studying, researching, and implementing flight models 
tor the Falcon series, he says he’s confident that RBII’s model has 
"the right stuff." 

It’s not some magic new modeling technique that make’s RBil fly 
well. “Oddly, it’s really just theory and formulae that’s been around 
since the NACA efforts of the 1920’s,’’ Stottlemyer explains. “It’s 
only now that we have PCs capable of handling those calcula- 
tions." 

Flying the planes In the current Alpha version of RBII, I was 
pleasantly surprised at some ot the maneuvers I was able to pull 
off-and the ones I couldn’t (and shouldn’t have been able to). The 
maneuvers invented in RBH’s era, such as Immelmans, can be 
pulled off, but you’ll have to watch your speed or you’ll also be able 
to test the authenticity of RBH’s departure characteristics. Try to pull 
off an F-15-style zoom climb and you’ll see how well the sim model 
tail-slides. These planes didn’t have power to spare, and if you’ve 
never flown a WWI sim before, be prepared to learn some new 
combat techniques. 


PILOT PROGRAMS 

Of course, realistic aircraft performance is only half the task at 
hand. Without worthy opponents, even a technically impressive sim 
can quickly grow tedious. 




"My goal is to make the Al belter than that in Falcon, with the 
emphasis on dogtighting,’’ Stottlemyer says. "I don’t use a lot of 
silly decision trees with predictable outcomes. I’ve developed math- 
ematical formulas which yield fluid, constantly updated spatial and 
conceptual objectives. These are then coupled to a middle Al layer 
which models the actions a real pilot would take (or not take) to 
achieve those objectives." 

In some sims, Al pilots constantly fly at the edge ot their planes’ 
performance envelopes, executing maneuvers with a precision 
human pilots would find impossible to duplicate. That shouldn’t 
happen here. "The pilot responses are fed into the same flight 
model that the player is using. The other aircraft are being ’flown’ 


T he Alpha version of Reo Baron II we examined had a surprisingly com- 
plete graphics and sound engine, and we were able to get a good feel for 
what the environment will be like in the final simulation. Although the ter- , 
rain doesn’t look as good as that in EF2000 or Flight Unlimited, it’s a I 
dramatic improvement over previous Dynamix simulations. Nicely detailed and cam- 
ouflaged aircraft travel over texture-mapped terrain complete with towns, road net- 
works, airfields, and trenches on the battle lines. Vehicles move from place to place, 
and if you fly low you’ll see ground troops scattering to evade your bullets. (The bul- 
lets deserve special note— with small blasts and transparent smoke as you fire at 
ground targets, RBII has by far the most graphically impressive depiction of strafing 
yet.) 

As aircraft are hit by gunfire or AAA, they’ll start streaming semi-transparent 
smoke and belching flames from their engine compartments. Wings and other con- 
trol surfaces may be bent, or even blown completely off. Damage is nicely handled 
by the flight model. Lose part of a wing and that side of the plane will dip from 
decreased lift; lose your tail and you’ll flip end-over-end until you crash. 

Sound dramatically enhances the environment. As you dive at to attack an airfield, 
you’ll hear the sound of air-raid sirens gradually glow louden Doppler effects track 
aircraft as they fly from side-to-side. 

Despite the use of the same engine as Silent Thunder, the overall effect here is 
much more convincing, probably because the graphics engine can better handle the 
roiling hills of Europe than the jagged terrain of Korea. 


E BIRD SHOT As planes are hit by ground and air fire, control surfaces 
be bent— or blown completely off. 


may 
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with the same control inputs the player generates with his joystick," 
Stottiemyer explains. "You’ll never see a plane doing something it 
can't really do using the flight model. 




PATROLLING THE FRONT 

There are numerous arenas for testing your mettle against RBII’s 
AI. Quick Fly is an instant-action mode that starts you in the air in a 
target-rich environment. There’s also a Single Mission mode, but 
the meat of the action 
comes in Career 
Mode. As you gain 
experience flying sor- 
ties with your 
squadron mates, you’ll 
gain notoriety. Once 
your name is known, 
you'll not only be able 
to challenge enemy 
aces to duels, but 
you’ll also be chal- 
lenged fiy them. 

"The outcomes will 
affect the player’s 
notoriety, which may 
help or hinder him 
when it comes to promotions, flight ratings, and invitations to elite 
squadrons," Stottiemyer says. 

All the mission types found in the original sim will be here, along 
with some notable additions. Even the classic missions take place 
in a richer environment. When you fly a balloon-busting mission, 
you’ll see far more attention paid to the front areas where the bal- 
loons operated. Expect to find bunkers, machine-gun nests, and 


^ACE VENTURES As you gain experience, you can challenge-or be 
by— top pilots in your combat theatre. 


^AIR RAID! As you dive on enemy bases, the wail of air-raid sirens 
I grows progressively louder 


artillery pieces on the ground near the balloons, making for a far 
more interesting-and potentially deadly-combat environment. As 
you fly Infantry Support missions, you’ll encounter moving vehicles 
and soldiers on the ground, all potential targets. Strafing groups of 
soldiers running across no-man’s-land drives home the fact that 


this wasn't just a gentlemanly air war between aces. 

Stottiemyer is quick to point out that the missions you’ll fly aren’t 
scripted, as in many other sims. Rather, RBII uses an EF2000-style 
dynamic mission generator that creates a “living" battlefield. You 
won’t just share the skies with your squadron and its targets. At any 
time, 50 to 100 missions may be taking place in the world in addi- 
tion to your own. This means plenty of surprise encounters, as well 
as lots of targets ol opportunity. 

MORE TO COME 

if your preferred target of opportunity is the guy in the cubicle 
next door, you’ll be happy to know a multiplayer module is in the 
works. Originally planned as an integral part of the simulation, 
Sierra/Dynamix has decided to break it out as an add-on package. 
Two-player modem play is planned, as is network support. The 
planned mission builder may also end up in an add-on module. 

Dynamix is taking the time to do Red Baron II right. Originally 
slated for release around the end of this summer, the simulation 
has been pushed back, perhaps as far as Christmas. Although this 
is disappointing, we’d deal with a delay than end up with a flawed 
simulation. Given time to implement all the planned mission fea- 
tures, RBII should be as big a move forward for prop sims as 


EF2000 was for jet simulations. We have our scarves and goggles 
ready.^ 



T he planned list of aircraft includes 22 flyable by the play- 
er (all single seat fighters) plus another 1 6 controlled 
only by Af pilots (mostly bombers and recon aircraft). In 
addition, there will be obser\alion balloons and 
Zeppelins. This list spans the entire war period from 1914 to 1918. 
Stottiemyer says his team is pushing for quality performance and 
behavior for each plane, and they’ll cut some aircraft from the list 
rather than sacrifice quality overall if time doesn’t permit doing top- 
notch models for them all. 


Flyable: 

Noii'Flyable: 

Airco DH-2 

Airco DH-4 

Albatross D.ll 

Albatross C.lll 

Albatross D.ll 

Aviatik C.l 

Albatross D.Va 

Breguet 14 

Fokker D.VI! 

Caudron G.IV 

Fokker Dr.l 

FE2 

Fokker E.lli 

Gotha G.IV 

Haberstadt D.ll 

Halberstadt CL. II 

Morane Bullet 

Handley-Page 0/400 

Nieuport 11 

Hannover C.G.III 

Nieuport 17 

LVG C.V 

Nieuport 24 

Re8 

Nieuport 28 

Roland C.ll 

Pfalz D.ll 

RumplerC.IV 

Pfalz D.XII 

Salmson S.2 

SE5a 

Sopwith 1-1/2 Strutter 

Sopwith Camel 


Sopwith Pup 


Sopwith Snipe 


Sopwith Triplane 


SPAO V!l 


SPAD Xlli 
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BY TERRY COLEMAN 


The images of 19lh eciituiy coiiflic! (hat spring 
most readily to mind arc (lie Oasli of muskefs, followed, 
by desperate cavalry charges and the ihunderoiis roar of 
bron/e cannon. All of these archetyjal images stir our blood, 
and even imoke a certain martial charm, .\fter a long 
drought of good games, eompuler simulations are once 
again bringing the 19th centuiv to life, allowing us to 
experience the differences between Napoleon’s nation- 
alistic anny. the inexperienced draftees and \ olunteers 
of the /Vmcriean Ci\'il War, and tlie spit-and-pol- 
ish professionalism of the late 19th-centur\' 
Prii.ssian and h.nglish armies. Join us as we 
look out over Missionarx' Ridge, capture the 
Scrap/, S' with the Bonhoiimie Wcharcl, 
deinoli.sh Custer at Little Big Horn, 
and break the Old Guard at Waterloo, to 
find w'hich games bring the battles to life, 
and which are better left in the dustbins 
ofhiston'. 


WARGAME SURVEYS 


AHERICAN CIVIL WAR 


T he Civil War is a historical period that is embedded 
in the DNA of al! Americans. It thereby holds a fas- 
cination far beyond the average wargame. My own 
family was split asunder, some fighting to defend 
their beloved Southern state? while others were 
convinced that the only way to save their country 
was to fight for the Union cause. On a recent trip to 
the battlelields of Chancellorsvitle, Fredericksburg, 
Spotsylvania Court House and other famous sites, I was struck by a 
particular contrast: an old tree marked the spot where Robert E. Lee 
and Stonewall Jackson sketched battle plans in the dirt, conceiving their 
masterful rout of a Union army more than twice their size; in the back- 
ground loomed a brand-new office park. Ironically, at the same time our 
national battlefield parks are dwindling in size, the chance to relive 
those epic struggles through computer simulations is on the upsurge. 

The scarcity of Civil War games within the past decade can be attrib- 
uted to the erroneous belief of publishers that wargames were a dying 
breed-even though the mediocre Civil War games available sold well 
(especially every time Ken Burns’ epic miniseries. The Civil Wat, was 
telecast on PBS). The phenomenal sales of Panzer General proved that 
accessible wargames with a strong focus were still a viable medium. 

So, it comes as little surprise that some of the most promising games 
for '96 share this accessibility. One such is Robert E. Lee; Civil War 
General from Sierra (800-757-7707). Lee is much more than just anoth- 
er traditional turn-based wargame. If you look past the hexagonal maps, 
you see clever arrangements of some of the most famous battles in 
American history: Antietam, 2'^^ Bull Run, and of course, Gettysburg. 

Yet, the heart of the game is in the campaign, which allows Lee, if tri- 
umphant at Gettysburg, to invade Washington D.C. Naturally this battle 
never actually occurred, but since there was, at least, a reasonable 
chance of Lee winning at Gettysburg, the designers can hardly be 
blamed for including the biggest "What-if?" of the Civil War. 

The game system emphasizes morale and training, and is the only 
game I’ve ever played from Impressions that makes you believe you 
really are on a particular historical battlefield. Cannon have the proper 
deadly etfect on massed infantry when fired at short range, and enfilade 
fire, even from small arms, quickly disrupts enemy formations, just as it 
should. The specific battles require that you master a wide range of tac- 
tics: Antietam sends a lumbering Union army against Lee’s depleted 
forces, who fight with desperate energy to avoid being annihilated in a 
cul-de-sac; Fredericksburg is a nightmare for the Yankees, who bravely 
throw wave after wave of troops against dug-in Rebels; Gettysburg has 
everything. The real surprise is that the game system also seems to 
handle battles where maneuver takes precedence over set-piece 
assault, such as Chancellorsvitle. At this point, the Al is still in develop- 
ment, with no assurance that it will match that of say, PG. But if the 
computer opponent is at all decent, the addition of modem and e-mail 
play, a fine selection of battles, and the chance to strap on the boots ot 
one of the greatest generals of all time, should make Robert E, Lee the 
best Civil War campaign game ever designed for the computer. 


"I HAVE NO ARMY, GENERAL LEE." 

If campaigns aren’t enough to quench your Civil War thirst, you may 
wage the entire war through Empire's (800-216-9706) Civil War, but 
you’re belter oft passing this game by. The entire scale of the game is 
off-da/Zy turns convert this from an epic struggle to mere minutiae 
manipulation. II you spend the time training troops, building ships and 
allocating factory output, you find that it makes very little difference in 
play, even at the highest levels of "realism." Once you step onto the bat- 
tlefield, all of the micro-managing becomes superfluous. ! have no prob- 
lem with real-time games perse, but Civil War proves my point that 
most real-time historical wargames are designed that way because the 
designers didn’t want to bother crafting a real Al. Imagine refighting 
Gettysburg, where the armies of the Potomac and Northern Virginia- 
the finest fielded by the Union and Confederacy during the war-both 
rout and flee from the field of battle simultaneously! If you simply must 
play a real-time game, Warhammer and Warcraft II are light-years 
beyond this. 

A much better alternative is The American Civil War: From Sumter to 



WHERE'S GRANT WHEN I NEED HIM? If Sherman says "War is Hell" and refuses 
to move, just replace him with another of over 100 leaders included in The American 
Civil War: From Sumter to Appomahox. 


Appomahox, a new version ofAdanac Command Systems’THE 
Road From Sumter to AppoMAnox II. Interactive Magic (919-461- 
0722) is not simply revamping the graphic engine; they are also working 
closely with Frank Hunter, the original designer, to plug the holes in the 
Al. The main problem with Sumter 11 was that it suffered from schizo- 
phrenia: great strategic game; poor tactical module. So, the design 
team made the tough-and I think, correct-decision to cut back on the 
detailed battlefield aspects. What this does is free players to make the 
tough strategic decisions. Do I develop ironclads? Whom do 1 assign to 
keep Sherman away from Atlanta? Can Lee invade Maryland while 
Bragg lies down forces in Ohio and Kentucky, or would I be belter off to 
send Longstreet to Tennessee? Can I afford to leave the inactive 
McCellan in control, or should I take the political hit and remove him? 

Rated for charisma, aggression and tactical ability, the 125 leaders 






included are different enough to provide a great deal of 
historical flavor without a lot of complex rules. Since the 
newly-streamlined battle combat system will keep the com- 
puter from falling apart on the battlefield, facing a silicon 
Lee or Jackson across the Potomac now presents much 
more ot a challenge. 

The varied political and economic aspects are even more 
detailed than those of Empire's Civil War, but are more log- 
ically presented, and are much easier to manage in weekly 
turns. The clunky interface of the original is being redone 
for Windows 95, and features easy-to-see markers for 
friendly/enemy forces as well as more multimedia aspects. 
When you throw in amphibious invasions, control of major 
rivers, supply, cavalry reconnaissance, and the outside 
chance that France or England will intervene to stop the 
conflict, there’s more than enough to keep any aficianado 
priming his Springfield rifle for years to come. 


THE VIEW FROM LIHLE ROUND TOP 

Of course, if it’s a grand battle you require, sir, then you 
simply must rally around Talonsoft’s fine Battleground: 

Gettysburg (410-821-7282). Ardennes, the first in their 
Bahleground series, was pretty and easy to play. It was also not that 
great of a challenge, and somewhat vanilla, because the company 
played it too safe. Gettysburg, however, is a marked improvement, 
largely because the system works better with 19th- than 20th-century 
warfare. Historical tiavor bursts from each o 


Until Sid 
Meier gets his 
Civil War game 
finished (this 
century?). The 
American Civil 
War: From Sumter 
TO Appomahox is 
the only strate- 
gic Civil War 
game worth 
buying. if 


I; •• The renaissance in C.ivt! war computer 
games is cause for celebration, but if you 
want some cutfing-edge gaming, consider 
Apnl Harvest (Shiloh), part of the Bngade 
Ser/es from a boardgame company 
aptly titled TTie Gamers (217-896- ^ 

\ \ V, 21-^). The command and battle- 
' V; fieW chaos rules simply can’t be beat. For other Civil 
War gaming aftemadves, Check out our CG-ROM. 


the 12 scenarios, accenluated by the luscious period maps of artist 
Charlie Kibier, and some of the best multimedia we’ve encountered. 
Flank and enfilade attacks place a premium on proper lacing ot units, 
and keeping your various formations supplied is integrated into the 
design without being over-emphasized. 

Leaders, through their command ratings, affect melee and also rally 
troops. While some gamers may quibble-Longstreet could be lesser- 
rated, as Gettysburg was hardly his best performance-overall, the 
leader ratings jibe with their historical legacies. Units fall back and roui 
fairly realistically, sometimes putting entire batlle lines in jeopardy. It is 
therefore easy to recreate the bitter struggles ot Missionary Ridge and 
Little Round Top. The game allows you to blindly charge, as did Pickett, 
but it also gives you enough latitude to try historically viable alterna- 
tives, such as another flanking maneuver on the final day. Even the 


149-turn campaign game manages to hold 
your attention throughout. 

The only real problems with this very 
enjoyable game are the rules-a step back- 
ward from the clarity of ARDEWNES-and the 
lackluster computer opponent. If you set the 
Al to "semi-automatic” you get a much bel- 
ter game, and Gettysburg is excellent for 
two human generals via modem (no e-mail 
option, though). So far, Talonsoft has shown 
a great capacity to learn from their mis- 
takes— which bodes well for Shiloh, the next 
ACW game in the Bahleground series. 

If fighting but one battle, however epic, 
leaves you bereft, then you should consider 
Empire 11 Irom New World Computing (818- 
889-5600). Bob Rakosky and Mark Baldwin 
have departed from the cozy strategic con- 
fines of Empire Deluxe to provide an engine 
that allows you to refight battles throughout 
all of history. The system allows for differenti- 
ations of technology levels and morale, mak- 
ing it a natural for 19ih-century conflict. 

For the Civil War, the results are a bit ot a mixed bag, Anlietam is a 
disappointment: the map just doesn’t convey the massive nature of the 
conflict, and you'll feel that the few turns allowed (or play leaves the 
batlle rushing you by. Shiloh takes place after the Union forces have 
been alerted, depriving you of the pleasure of catching the Yankees in 
their knapsacks. Afterward, however, the battle flows historically 
enough, with the Rebels fighting desperately to reach Pittsburg 
Landing before the arrival of Buell and his Union reinforcements. The 
difficult wooden terrain ot Southwest Tennessee is captured quite well, 
resulting in all kinds of appropriate traffic jams, wild melees, and in 
general, lots of fun. The designers also gel brownie points for includ- 
ing Hampton Roads, the famous encounter between the Monitor an6 
the Virginia (nee Merrimac), the first two ironclad vessels. While the 
two ships never actually penelrated the olher’s armor, Baldwin and 
Rakosky wisely chose to let players intlicl some 
damage in the game. A similar game may be forth- 
coming from G r 0 1 i e r, but our first look at Ironclads 
left us with the feeling that the game would be 
more arcade than simulation. There really 
aren't many other fish in the Civil War 
seas. 

THE AGE OF RIFLES 

I must 

admit-l did- 
n’t care much for 
Norm Koger’s Tanks! It 
struck me as overly 
ambitious, like a 
sandwich with 
so many 
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CD-ROM game fhaf truly separates the tough 
guys from the moodo weeoies. Get One! (now) 
Satisfaetioh Guaranteed* 


7th LEUEL 
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Eosm Botles of the American Civil War is again avail- 

U able in Twenty Wargame Cussics (see page 183). A pio- 
neer in computer wargames, the Deosive Battles senes 
broke aw^ from many of the board game conventions 
of the day, particularly in the areas of communication and com- 
mand control. It's rather dated, and not the classic that Battles of 
Napoleon is, but still worth a look. 


SURVEY 


condiments you forget exactly what it is you're supposed to 
be eating. The morale rules v;ere bizarre, and the 
combat system unsatisfying. Having thus 
bared my bias, I must admit that 
SSI's {408-737-6800) Age of Rifles 
(Wargame Construction Set III), is so far 
beyond Koger's other work as to defy comparison. If 
anything, there is even more detail than in Tanks! But 
Koger shows a deft hand here, somehow infusing each 
of the major military systems of the 19th century with its 
own individual style. For example, the American Civil War and 

the Franco-Prussian War were 
only a few scant years apart, 
yet Rifles! effortlessly shows 
the differences between the vol- 
unteer armies of the Union and 
Confederacy, and the leather- 
bootstrap efficiency of the vic- 
torious Prussians. 

Civil War fanatics will have a 
field day just absorbing the 
cornucopia of weapons data. A 
. dozen different types ol 
small arms are available, 
including such exotics as 
shotguns and Spencer 
repeating carbines. The 
mortars, artillery and 
cannon vary from the 
puny 8-inch Columbiad 
to the devastating 20- 
pound Parrot Gun. Units 
usually represent medi- 
um-sized formations, such as 
brigades, which are rated for 
fire strength, melee, leadership, 
morale and supply. Advanced 
rules allow you to deploy skirmishers, change formation (line, march 
column, attack column, line, supported line, square, rest, entrench), 
and even to give units automatic reaction orders (a wonderful alterna- 
tive to micro-managing). Flanking, communications, supply, hidden 
units, and random events (smoke, fire, etc.) are all tied together for the 
best 19th-century-and Civil War-battle feel yet. This is the first time 
I’ve seen stragglers adequately simulated in a Civil War game without 
overburdening the players. Yet, with all this detail. Rifles! keeps the vic- 
tory conditions simple: wipe out the enemy’s troops, and control his 
objectives; it sounds a lot like the advice Lincoln kept giving his gener- 
als. 

The Civil War battles available in Rifles! simply blow away the com- 
petition. I could have lived without Williamsburg or Franklin, but Bull 
Run. Fair Oaks, Five Forks, Corinth. Stones River and South Mountain 
(to name but a few of the 21 Civil War scenarios planned), are as good 
a tour of the Civil War as you couid possibly ask for. What’s more, if 


66 Rifles! 
should be Norm 
Koger's crowning 
achievement: 
ambitious, rich 
with detail, 
imbued with an 
incredible range, 
laced with 
remarkably sub- 
tle touches of 
both history and 
challenging 

gameplay. 99 


your favorite Civil War battle isn't included, just cre- 
ate your own with the powerful scenario editor; 
it lets you save and edit orders of battle, so 
that you can see how Lee might have fared 
at Gettysburg if Stonewall Jackson had lived 
to fight by his side. Also, if the promised cam- 
paigns actually materialize, then we may have, 
say. The Genius of Ulysses S. Gran! to counter 
Impressions’ Robert E. Lee. For any historical- 
ly-minded gamer, that's a nice problem to have. 
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THE llTH HOUR 
[the five stages.] 


You can stop grieving now. The I Itb Hour has finally arrived. This PC CD-ROM game jxises incredible 3-D gmpbics and mind-numbing challenges 


a full-length psydiological thriller. Its also 12 times bigger and two CDs longer than its 


predecessor, The 7th Guest. So, is The Ilth Hour really worth the wait? Well, we think it’s totally killer, tho^yte 


Shock. 

You jinallv figure out The 7lb Guest , only to hear that its sequel. The I Itb Hour is going to be released. 


Disbelief. 

This can’t be true! You read the articles, memorize the talk incessantly about The Ilth Hour. Friends shun you. 


3 

Resentment 

They said it would be out, and you bclieved'them. Where 

4 

Acceptance. 

It’s out!!! Finally! It’s everything they .said it would be more. Now, if you could just figure out 


5 

n p r Vi 


Visit our web site at http://www.vie.com 
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CROSSING THE "T" 

One neglected area of American history in wargames is 19lh-century 
naval actions. Avalon Hill’s first attempt at Wooden Ships & Iron Men 
(for the o!dC-64)wasa 
ship that sank quickly, and 
Simcan’s Man of War was 
accurate, but lacked excite- 
ment. So, who should 


Check out the exclusive demo of 
Wooden Ships on the CG-ROM! 


►WAlteAlVlE SURVEY 
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I f we are to believe most computer wargame publishers, 

U.S. military history began with the American Revolution 
and skipped straight to the Civil War. Thankfully, a small 
company called Incredible Simulations (HPS: 408-554- 
8381) reminds us that there were important American 
conflicts both before and after The War Between the 
Stales. Remember the Alamo is a tense, yet totally unpre- 
tentious wargame. Obviously a labor of love, it hides its 
low-budget production values with a clever use of digitized video 
clips of Mexican and Texan re-enactment troop footage. The game is 
tough to win: as in Ihe real world, help almost never comes swiftly 
enough to save the beleagured Alamo garrison; and even the 
Tennessee long rifles can’t hold the vastly superior Mexican army at 
bay forever. Travis, Bowie, and all Ihe other great leaders (short of 
John Wayne) are here to add their strengths to melee and morale. 

Surprisingly replayable, [ 
and a nice reminder of a 
near-forgotten heritage. I 
Custer’s Last Command 
develops the Incredible 
style, adding improved 

graphics and a friendlier interface. 

The controversial Custer and his 
famed 7ih Cavalry are pitted 
against Silting Bull in a number of 
scenarios, with tons of options. 

Should Custer swallow his pride 
and ask the 2^'^ Cavalry to tag 
along near Little Bighorn, or will 
taking a Gatling gun offer enough 
support? The combat system 
is much more sophisticated 
than in Alamo, making the game 
quite viable for two players (the 
rumor that 1 have scalped Custer 
10 times is unworthy of comment). 

A very good game on a controversial subject. 

Age of Rifles! breaks the Incredible monopoly on obscure American 
Wars with four battles from the Mexican-American War: Palo Alto, 

Buena Vista, Monterey and Pt. Isabel. And there’s even a scenario 
planned for Little Big Horn, although the Rifles! system seems less 
appropriate here than that of Custer’s Last Command. 


come to the rescue then but Stanley Associates (5th Fleet)? Stanley 
has teamed with AH for a remake of Wooden Ships (800-999-3222) fine 
enough to make even Admiral Nelson stand at attention. All of the rich 
detail of the board game is here: canister, solid and chain shot; full, 
battle or mid-sail; boarding parlies, crew allocation and quality; 

changing wind guages; every major vessel in the 
U.S. and European navies; even a cam- 
paign game where you get to play 
John Paul Jones in the War of 

1 81 2. The simultaneously-plotted 

turn-based action allows you to command 
more than one ship, and the interface helps 
keep the complexity manageable. If 
'7 you’ve ever been fascinated by 

, ships-of-the-line, this is the tall- 
masted vessel you’ve been 
waiting to sail. 


FROM SEA TO SHINIK6 SEA 


Alan Emrich’s Custer’s Last Command 
strategy article is a CG Web 
exclusive. 

http://wwfw.zd.com/ -N- gaming 


TAME THE WILD WIND Sometimes you just wake up with the urge to rake : 
an enemy ship in Wooden Ships & Iron Men, 








Mosl’ l)3[[le lines nre ilfoiiin over ilisinnce. Voiirs spans lime. . .and lire 
dislancelieliiieeniuiolieeris. 

From present-dap Paris, poor past Pecitons pon to a lonrnep tPronpP tPe 
deptPs of lime. Ps Hilliam lbs. pon must decipber tire secret language of tbe 
dniglit's lemplar, discover tbe mpsterles bidden in poor past, confront pour 
mnrtai nemesis Wolfram, and rescue pour fiancee from tbe sbacbles of time. 

Poull need been deductive sbills and expert suiordsmansbip td bring pour 
beloved bacb uiitb pou to tbe present. Cbivalrp and cunning uiiil be pour 
guides on this incredible adventure. 
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You could be one of the new villains In an t•Motion sequel Enter nowh^r your 
chance to be In the gamel 'nre first 25,000 entered will receive a free demo. 

Name 

Address 

City State Zip 

E-IVIall 

Mail to: l*Motion, 626 Santa Monica Blvd., 

Box 417, Santa Monica, CA 90401 

For more info: 1-800-443-3386 

http://www.imotlon.com 


CHALLENGE iT. CONQUER IT. 
THEN Immortalize Yourself In It. 



OIVIPLITEI 

Amiivg worl 


iame All-Stars 

Ick the Best in 
ali, Basketball, 
eball & Hockey 


• Play to win. 

• Subscribe 
to save. 


Here’s the move 
that’ll blow’em away 


1-300-827-4450 


And grab the rock-bottom rate 
other gamers would virtually die for! 







, GETTING GROUCHY One Of the greatest “what-ifs" in all of military his- 
. tory is recreated in Empire II’s Vl^terloo 2 scenario, where Marshall : , 
: Grouchy is available to stave off the Prussians. 




engender enough mystery to mask the massing of French troops around 
Zuran Hill, but the hidden unit rules do help. 

At least, Empire 11 achieves its modest goals. That is more than can be 
said for Spectrum HoloByte’s Fields of Glory (510-522-1164). 
Gorgeous graphics and a nice tabletop miniatures feel make you yearn to 


CG 


L ess elegant than Lee, hardly a god like Alexander, and 
certainly not as ruthless as Genghis Khan, Napoleon 
Bonaparte has been given shorter shrift in computer 
wargaming than even his diminutive height would seem 
to warrant. Al! he did was take the concept of maneuver 
along interior tines made famous by Frederick the Great 
and elevate it to a military art form. Until he ran into the 
Russian winter and then Wellington, Le General ms 
unstoppable, crushing the Austrians, Prussians, Russians and all other 
comers for nearly a decade. Napoleon’s masterpiece, 
Austerlitz-where the Emperor left his center open 
to attack, that he might crush his enemies on 
either flank-is aptly re-enacted in the recently reis- 
sued Bahles of Napoleon (SSI). A good Al and a tine 
balance between playability and realism keep this 
fresh-if you can gel past the CGA graphics. In any 
case, you’ll have a lot of fun massing artillery and 
rushing to form squares versus the well-timed com- 
puter cavalry charges. 

For Waterloo, you have a few more choices. 

Empire II does a nice, if simple, job of showing how 
the outnumbered Anglo Allies under Wellington 
held out until the Prussians appeared on 
Napoleon’s right flank. Overall, it is a lot like the old 
Napoleon at Waterloo board game (SPI). 

Austerlitz is also fun, but less detailed than in 
Bahles of Napoleon. It’s really impossible to 
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4 Ultra-realistic 
super-smooth 
scrolling pinball 
tables from the 
award-winning 
development team-i 
Epic (legaGames- 


playf ields 
filled with 
exciting pinball 
devices* Up to 


Download the shareware version today 
from http://www.epicgames.coni 
Visit your local software retailer or call 
Epic (legaGames at l-flDD-‘175-743M to order. 












play this game. Try to resist, because the Al is simply one of the worst of 
all time, so bad that you can sit and do absolutely nothing as the British- 
and still win the game! Crack troops are reduced to sniveling, disorganized 
rufiians-simply by marching 50 yards. This game is best left permanently 
in bivouac. 


W ith the excellent 1'9th century model of Age of Rifles! 

covering only the period from 1848 onward, Napoleonic 
buffe will have to content themselves with games geared 
toward lighter complexity. Bahleground: Waterloo will 
I extend the popular series, with a renewed emphasis on melee, cavalry 
charges and troop quality, according to Talonsoft. Meanwhile, Avalon 
I Hill is finally converting its old Waftrioo board game to the computer. 

' This “move, tight and be damned" game is perfectly suited for e-mail. 
But even widi the Emperor's finest dressed up in crisp graphics, it's 
still a 30-year-oid board game design. I have too many fond memories 
from my youth of shoving cardboard counters toward La Sainte 
. for me to be unduly critical; yet I suspect this game will be pl^d 
I mainly for nostalgia's sake by hoary old board wai^amers like me. 
i Maybe AH will finally see fit to do Empires in Amis for the computer 
i We can only hope... 
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SOLDIERS OF THE OUEEN 


S ure, Ihe Romans controlled “the known world’’ and the 
Mongols conquered a greater area of sheer land mass, 
but the British exerted their laws and military might over 
a greater number of diverse peoples and territories lhan 
any other empire in all of history. Whether you agree 
with Gandhi that the British overstayed their welcome, 
or with Toynbee that they brought civilization to far-flung 
areas of the world. Age of RiflesI allows you to further 
your own fanlasy geo-political agendas with a "Soldiers of the Queen" cam- 
paign. 

As a commander in Her Majesty’s Army, you find that Ihe British, at one 
time or another, fought practically everybody. After putting down uprisings 
in India, for example, you are just as likely to be called away to subjugate 
the Chinese in the Boxer Rebellion, or to fight the Arabs to reinstate your 
puppet governor in Arabia, Individual scenarios pi! you against: the 
Russians at Balaclava, where you may relive the Charge of the Light 
Brigade; Khartoum, where the siege was lifted too late to save the desert 
garrison; Omdurman, where the superior British technology saved the day 
against the "fuzzy-wuzzies," and others ranging from Ihe obvious to the 
obscure. 

Of particular interest is the campaign against the 
Zulus, where the African Iribes must brave a gauntlet 
of small arms and Maxim machine gun fire, so that 
their superior strength in numbers may be brought to 
bear against the technologically superior English. In 
addition to the famous battles of Isandiwana and 
Ulundi, Rifles! also plans to include Holobane and 
Khambula. ZuluwarI by Incredible Simulations focuses 



"I just picked up Shiuers 
as an exchange for 
11th hour and I'm delighted 
luith the replacement." 

-mayland 1 99@aol.eofn 
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Take your place in history with Robert E. Lee: Civil War General. Test your military mettie as you relive the battles 
of the Civil War in this true-to-iife CD-ROM game. Lead your troops through 7 historic Civii War engagements, and 
enrich the experience with an in-depth multimedia presentation. Wage a campaign alone, or battle Head-To-Head 
via modem. Evocative illustrations by renowned Civil War artist Mort Kunstler and re-enactment footage by award- 
winning filmmaker Jay Wertz make each battle so real you can almost smell the gunpowder. 

Experience the Civil War at its most exciting this Spring! See your local software dealer today, hit us at 
http://www.sierra.com, or call 1-800-757-7707. 
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Napoleonic 


Civil Vltef 
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Napoleon Grand Taclical E^sy Napojeonic 
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last 

Command 


Medium Indian Wars 5 


Empire II Grand Taclical Easy All 


Fields ol 
Glory 


Medium Napoleonic 6 


Remem^r 


lire Alamo! Taclical Easy Mexican lil^r 2 


The Civil Warjtrategic ^Medium Civil Viftr 


Wooden Ships 

& Iron Men Taclical Advanced Maval/1812 15 


RULE BRITANNIA! 

That the sun eventually set on the British Empire, doesn’t change the 
tremendous rush which gamers get from carving out an empire or desper- 
ately defending your homeland against the imperialistic Western nations. 
The conflicts of the 19*^ century set the stage for even more terrible world 
wars in the 20*^ but they also displayed the last vestiges of a dying chival- 
ry, before fully automated and electronic weaponry turned the individual 
soldier into a cipher. Whether you play these games to see if Lee really 
could have changed the course of the Civil War; to determine if Santa Ana 

got a bad rap ver- 


ENGLISH BREAKFAST Although it sounds like a 
Middle Eastern dessert, the only thing flaky about 
Balaclava is that suicidal cavalry charge. :. 




"Best game euer made. 
It rules. 

I hdue nightmares." 

-tgeorigef i /@ao/.com 
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* = Based on best information available at press time; Norm just keeps adding new batlies. 

® = The original BoN has 4 battles, but there are over 4 dozen scenarios available from Novaslar Games. 


more on the Zulus' amazing ability to march at rapid speeds for days on 
end, and still have plenty of energy left for battle. Ammunition, command 
control, unit cohesion and morale are the keys to victory in this contrast 
between two successful, but very different, military systems. 
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All In A 
Day’s Ubr 

Revisiting Battleground: Gettysburg’s Decisive FiTSt Day 

by Patrick C. Miller 


uly 1 , 1 863, was a day on which many 
fateful decisions were made, decisions 
that had profound effects on the out- 
come of the battle of Gettysburg and the 
American Civil War. With TalonSoft’s 
Bahleground: Gehysburg, wargamers 
can refight the entire three-day battle and 
attempt to rewrite history. Whether you play the Union 
or the Confederate side, your performance on the bat- 
tle’s opening day will probably determine the outcome 
over the next two days. Therefore, it’s important to start 
off on the right foot and avoid the mistakes the real 
commanders made, while exploiting the opportunities 
they missed. 

Historical accounts 
say that General Robert 
E. Lee, unsure of the 
Union army’s exact loca- 
tion, was drawn into a 
battle on ground of the 
enemy’s choosing. 

Hesitant at first to 
become embroiled in a 
large engagement, Lee 
grew more confident as 
the day wore on, when it 
became clear that he 
had caught the Union 
Army of the Potomac at 
a disadvantage. 

Unfortunately, one of 
Lee’s commanders. Lieutenant General Richard Ewell was not eager to 
capitalize on the opportunity before him and, as the sun set, the cru- 
cial high ground to the south of Gettysburg remained in enemy hands. 
For the next two days, the Army of Northern Virginia danced to the 
Yankees’ tune, smashing itself against Union troops occupying strong 
positions anchored on Culp’s Hill, Cemetery Hill and Little Round Top. 

On the Union side. Brigadier General John Buford is credited with 
recognizing the value of the excellent defensive terrain around 
Gettysburg and deploying his cavalry division to delay the Confederate 
advance on the small Pennsylvania town. His troopers held long 


ViaORY CONDITIONS As Confederate commander, you'll be 
rewarded with a lightly defended Cemetery Hill if you quickly • • 
smash the Union XI Corps and maintain a rapid advance. 


enough for rein- 
forcements to arrive 
and further delay 
the enemy advance. 
Although the results 
of the first day’s 
fighting clearly 
favored the 
Confederates, the 
Union troops fought 
well enough to give 
Ewell pause, and he 
decided against 
advancing beyond 
Gettysburg to seize the high ground. The newly 
appointed commander of the Army of the 
Potomac, Major General George Meade, made 
certain that Buford’s efforts were not in vain when 
he ordered his army to concentrate at Gettysburg, 
thus setting the stage for the bloody clash on July 
2 and Pickett’s climactic charge on July 3. 

WHISTLIN' DIXIE: REBEL STRATEGY 

In BAniEGROUNo: Gettysburg, as the 
Confederate commander, you know far more 
about what to expect than Robert E. Lee. You must 
be bold and aggressive from the start, constantly 
probing the enemy lines lor weaknesses, taking 
advantage of any openings you discover and push- 
ing your troops inexorably forward to the heights 
south of Gettysburg. Failure to capture the key 
points of Culp’s Hill and Cemetery Hill on the first day will not neces- 
sarily doom you to defeat, but it wilt make your task over the next two 
days more difficult, just as it did for Lee. By capturing these positions, 
you’ll turn the tables on the Union and force its troops to attack up the 
slopes that proved so deadly in the real battle. 

The Confederate's greatest advantage on the first day was its superi- 
or numbers. The Union has a lot of ground to defend and doesn’t have 
enough units to do it properly. Rather than attacking Buford’s cavalry 
head-on at McPherson’s Ridge west of Gettysburg, extend your line 
outwards on both flanks until you find an end to the Union line. While 
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• BATTLEGROUND: GETTYSBURG 


keeping the cavalry occupied to 
its (rent, shift your units around 
a flank to turn and envelop the 
enemy line. Using this tactic, 
you can quickly dispatch suc- 
cessive lines of Union defend- 
ers at minimal cost as they 
attempt to defend north and 
west of Gettysburg. 

Speed is the key for the 
Confederate force. Use the least 
force necessary fo eliminate 
weakened Union units. Keep as 
many of your regiments as pos- 
sible in column and advancing. 

Firepower is preferable to melee 
when conducting combat, 
because melee disrupts your units and cuts their movement points in 
half, slowing your advance. Don’t become preoccupied with setting up 
your artillery to conduct a classic bombardment prior to assaulting an 
enemy line. It will only slow you down. 

A CRUSHING BLOW 

When Ewell’s II Corps arrives northeast of Gettysburg at 12:40 p.m., 
use it as a dagger in your enemy’s side. Although this corps has a 
great deal of distance to cover, its regiments are well positioned to out- 
flank the right end of the Union line, which lies in mostly flat, open ter- 
rain and is defended by low-quality troops. You have the troop quality 
and numbers to quickly and easily shatter the Union right flank. Once 
accomplished, follow up your success with a rapid advance through 
and to the east of Gettysburg. Be sure to put your regiments in column 


before entering the town or they will 
become disrupted, slowing your progress. 

If you’ve advanced fast enough, you’ll find 
Culp’s Hill undefended and only a few 
enemy regiments on Cemetery Hill, making 
it relatively easy to capture. 

Consider attacking down the length of 
Cemetery Ridge toward Ziegler’s Grove, if 
there’s enough daylight left (sunset is at 8 
p.m.) and you have units that are relatively 
strong and fresh. Units from A.P Hill’s III 
Corps can swing southward to cover 
Ewell’s right flank while Culp’s Hill anchors 
his left flank. Be careful not to get too ambi- 
tious. The Union will continue to receive 
reinforcements from the south and south- 
east throughout the evening and into the 
night. The safer strategy is to consolidate your gains, dig in and pre- 
pare to repel Union counterattacks in the morning. 

UNION-MADE STRATEGY 

As the Union commander on Gettysburg’s first day, you must be will- 
ing to trade space for time. And even though you are significantly out- 
numbered, it is possible to inflict heavy casualties on the enemy while 
fighting a delaying action. Buford’s cavalry, supported by a few artillery 
batteries and the excellent regiments of the Iron Brigade from I Corps, 
are capable of holding up the Confederate attack west of Gettysburg for 
hours longer than they actually did. The wooded terrain, railroad cuts 
and ridge lines west of the town give you good defensive terrain from 
which to fight. 

Don’t deploy your troops on top of McPherson’s Ridge. Your cavalry 
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Weapon lype (abbreviation) ^ge In Hexes 
1 2 3 

12-Ftounder Howitzer (H) 12 6 3 

12-Pounder Napoleon (N) 12 6 3 

Rifled Cannon (T) 9 6 3 

12-Pounder Whitworth (W) 0 0 1 


10-12 

1 

1 

2 
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13-15 

„ — 

1 

1 

1 


16-20 

1 

0 

1 
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21-70 

0 

0 

0 
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The numbers refer to a weapon’s effectiveness at the given range. 


Breech-bading Rifle (B)_ 

i-j. Carbine 

I Smoothbore Musket (|^ 

■ ..Pistol (Pj_ ^ 

' Rifled Musket 
i * Spencer Repeating Rifle (S) 




RAMSES WAS DEAD WHEN THEY ENTOMBED HIM 
YQUJgttftlOT BE SO LUCKY 


0Tic rfarRncss oj ancicitt 
and an cvif aflcn power have reached 
across time antf space to take our 
worftf Fiosta0e. /Xiicf in comparison to 
Nvfiat these mutants have pfanneef Jor 
human it-^, efeath is Rinef. >^irrfroppetf 
into a fantfscape shroutfeef in terror, 
^ou must journe-^ through muftipfe, 
3-9) fevefs to tfejeat this scourge. 


Your one safvation^ '^he guirfing 
3pi»’lt oJ the 0reat Q^ng c^amses. 
0Tic rest oJ the time -^ouVe on -^our 
own. XI»^f2ss oJ course. -^ouVe net- 
worReef with up to 8 other pfa-^ers. 

go, wefcome to the vaffe-^ oj^ the 
shatfow oJ cfeath. enjo-^ -^our 

sta-^. ^t ma-^ fast jorever. 

http://www.pra‘^matestoYs.com 


Windows'^ 95 
Autoplay Enabled 


Powerslave is a trademark of Lobotomy Software. All rights reserved. Playmates Interactive 
Entertainment Inc. Authorized User. Windows- 95 Is a registered tradmark of Microsoft Corporation. 
Circle Reader Service 11281 





• BATTLEGROUND; GETTYSBURG 


carbines have a range of 
only three hexes compared 
to five for the Confederate’s 
rifled muskets. Troops on top 
of the ridge will be picked 
apart by Confederate small 
arms and artillery fire very 
quickly. Instead, deploy your 
cavalry just behind the ridge 
and order it to build breast- 
works. When reinforcements 
from the I Corps arrive, 
extend your line to both 
flanks and build as many 
breastworks as possible 
before the Confederate 
infantry attacks in full force. Using reverse-slope tactics, you can exact 
a heavy toll on Rebel units as they crest the ridge or attempt to 
advance through the railroad cut. 

The key to successfully holding up the Confederate attack is to avoid 
over-extending your defensive line and knowing when to stay and when 
to go. If the Confederates do outflank you (and they probably will at 


LOST CAUSE Don't be preoccupied with the victory hexes;, it’s : 
better for the Union commander to retreat and wait for reinforce- 
ments, rather than trying to hold onto Oak Hill; 


some point), you should pull back to avoid 
having your line turned and enveloped. It’s 
more important that you keep a force intact 
between the Conlederate army and the 
heights south of Gettysburg than it is to sacri- 
fice units in defense of objective hexes that 
can’t be held. For example, attempting to hold 
the objective hex on Oak Hill northwest of 
Gettysburg will greatly overextend your line 
and set you up for an overwhelming Rebel 
attack. 

The next Union reinforcement to arrive at 
Gettysburg is the XI Corps. Knowing that the 
greatest damage to the Army of the Potomac 
was caused by Ewell’s II Corps attacking from 
the north and northwest, most of the XI Corps 
should be deployed to meet that threat. You don’t have much to work 
with to slop Ewell’s attack. About all that you can realistically hope for 
with the Union XI Corps is to force the Confederates to deploy into line 
and slow down their advance. You don’t need the entire corps to do 
this. At least one brigade should be left on Cemetery Hill-along with 
some artillery-to immediately begin building breastworks. The rest of 
the corps should be deployed five to six hexes north of Gettysburg with 
its flanks extending as far east and west as possible. 


ADVANCE TO THE REAR 

When the pressure on the Union right flank becomes too great, and 
the XI Corps begins to crumble, don’t waste time or units attempting to 
salvage the situation. Start pulling the regiments back through 
Gettysburg and toward Cemetery Hill and Culp’s Hill before their posi- 
tion becomes completely untenable. Your goal at this point is to mini- 
mize casualties that add to the Confederate’s victory point total. When 
the XI Corps retreats, what remains of Buford’s cavalry division and the 
I Corps should fall back toward Cemetery Ridge to avoid becoming 
trapped between Hill’s and Ewell’s corps. 

Late in the afternoon, elements of the Union XII Corps will begin to 
arrive from the south and southeast. These regiments should be used 
to garrison Culp’s Hill and fill in the area between that hill and 
Cemetery Hill. Carefully position your artillery batteries on the high 
ground to sweep the southern edge of Gettysburg and the open terrain 
between Cemetery Ridge and Seminary Ridge, Have your infantry take 
advantage of the numerous stone walls around Cemetery Hill and build 
breastworks where no walls exist. Building breastworks on and around 
the peak of Culp’s Hill will make that position a lough nut to crack. 

When the Confederates pursue the remnants of the I and XI corps 
through Gettysburg and to the bottom of Cemetery Hill, they should 
come face to face with your dug-in infantry occupying a multilayered 
defensive position well supported by artillery. This lime, Ewell will have 
good reason to pause and, if he doesn’t, you’ll be in an excellent posi- 
tion to repulse a Confederate attack. As Union reinforcements continue 
to trickle in during the evening and night, you should use these units to 
dig in along the length of Cemetery Ridge, extending toward Little 
Round Top to form Meade’s classic fish hook-shaped defensive posi- 
tion. From then on, the rest should be history. *6 


Ip Leaders Help your leaders live longer by dismounting them when 
under fire. The presence of leadere benefite your troops in melee, 
reduces their chances of becoming disrupted or routed, and helps 
lift dismption or rout status. 

Organization Regiments belong to brigades, brigades belong to 
divisions and divisions belong.to corps. SplitUng up commands 
weakens organizational cohesion and leads to units becoming dis^ 
rupted or routed more easily. Right clicking on any unit opens a 
dialog box showing its place in the army’s organization. You can 
also toggle the icon that highlights unit bases to show all units 
within the same organization. 

|J Supply Running out of ammunition is one of the worst things 
! that can happen to your army. Position your supply wagons a few 
I hsces behind infantry heavily engaged in combat. The number of 
artillery rounds available to your army is shown In the terrain infor- 
■mation box at tiie lower left comer'of the screen, You can capture 
uand use- enemy supply wagons tv engaging them in melee, 
p Artillery Site artillery on high ground behind your infantry line, 
Tenabling it to fire over friendly troops. Before unlimbering your 
i artillery, click on the line of sight icon to determine which hexes the 
I battery can see from that location. Trees sometimes obscure your 
; field of vision more than it appears. 
pL Reinforcements If you’re not sure when and where your rein- 
; forcements arrive, find “Reinforce" in the puli-down menu and 
; select "Scheduled.” This opens a dialog box showing the names of 
: each division and brigade, its time of arrival and the hex in which it 
; will arrive, Clicking on any unit.in the listing scrolls the map to the 
I spot, where that unit will enter the map. 
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You will know the feeling of blasting metal and smashing circuitry. Killer 
machines are on the rampage, and it's up to you to stop them! 

It is the future, and a group of scientists have perfected a way to manufac- 
ture mechanical cyber parts as o replacement for human organs. 

Their leader, the eccentric Dr. Hagleron, has mysteriously disappeared from 
the Organism Research Centre. It is suspected that the notorious criminal 
organization Moment Mori is behind the abduction, and has seized control 
of the research centre. 

As 0 member of law enforcement, it is your mission to infiltrate the 
Research Centre, find out what happened to Dr. Hagleron, and bring the 
situation under control. At your disposal is the meanest, mechanical robot- 
warrior the world has ever seen, with an incredible arsenal of weapons to 
choose from. The Mement Mori will have many surprises in store for you, 
but you will be powered by nerves of steel, the strength of metal, 
and Iron Blood! rz □ o m ini S 


HAPTOP SURVEY 


CANING 
FOR 
ROAD 


Should Your Next Game PC Be A 
Laptop ? A Look At How Portable 
Pentiums Stack Up 


BY DENNY ATKIN 



Once upon a time, laptops and garri' 


ing were mutually exclusive. Now, the 


situation is radically different. Pentium- 


class portables, fully equipped with 


sound and CD-ROM, can be found for 


on up. While price isn’t yet on 


premium for portability — performance 


is. Today’s laptops sport local-bus 


running at up to 133 MHz — certainly 


video and mobile Pentium processors 


enough oomph for all but the most 


demanding gamers. 






LAPTOP SURVEYS 


THE PORTABLE PENALTY 


ROUNDING 'EM UP 

We look a look at the current crop of portable PCs and picked five 
systems ranging from economy laptops to no-holds-barred performance 
machines. With desktop PCs, the best choice is usually (he fastest 
machine you can afford. With notebook PCs, though, there many fac- 
tors to take into account. Is portability the main concern, or battery life? 
Are you a strategy gamer who’ll be happy with a slower-updating dual- 
scan screen, or do you need an active-matrix display that can keep up 
with sims and action games? Read on, and you’ll be able to determine 
which laptops meet your needs. 

To be included in this roundup, notebooks needed a Pentium-class 
processor, sound support, and an integrated CD-ROM drive. Because 
we were testing systems running Windows 95, we requested notebooks 
equipped with at least 16 MB of RAM. We tested a mix of dual-scan 
and active-matrix screens in order to gauge performance differences 
between display types. 

MOBILE MUSCLE 

Today’s mobile multimedia systems share a common feature set. 
Most ship standard with 8 MB of RAM; because they all also ship with 
Windows 95, we recommend bumping them up to 16 MB for best per- 
formance. Hard drives range in size from 520 MB up to 1.2 GB, and 
each unit includes a bay which can hold an internal CD-ROM drive or 
floppy drive. SoundBlaster-compatible sound and an internal speaker 
are standard fare, as are serial, parallel, keyboard/mouse, and monitor 
ports. All but one include IrDA infrared serial ports, while only one 
included a joystick port. Two Type 2 PC-Card (formerly PCMCIA) 
expansion sockets (which can together hold one Type 3 card) are stan- 
dard on each unit. 

It’s what’s inside the cases that makes notebooks cost so much 
more than their desktop counterparts. Size and power restrictions 
demand innovative compact, low-power components. The Pentium- 
based units use Intel Mobile Pentium processors, which run at 2.9 
volts instead of the standard 3.3 V, and which support special power- 
saving modes. Some of the notebooks do away with power-hungry 
Level 2 processor caches in order to conserve battery life, using EDO 
RAM and other methods in an effort to make up for the performance 
loss. LCD screens are another big expense, as are the battery power 
systems. 

You’ll find two battery styles, Nickel-Metal Hydride (NiMH) and 
Lithium-Ion (LI); NiCad batteries are a thing of the past. Lithium-Ion 
battery packs offer longer life-over four hours for light word-process- 
ing use, compared to around two hours for NIMH-as well as “smart- 
battery” circuitry which gives a precise reading on how much power is 
left. You’ll pay a price for the increased memory life, though, as the 
typical spare LI battery pack costs about $200, double that of an NiMH 
pack. 

One thing you may not initially think to look for when purchasing a 
notebook is a real-mode driver for the CD-ROM drive. Without this, you 
won’t be able to access the CD-ROM drive when you reboot Win95 
into MS-DOS Exclusive Mode to play troublesome DOS games. All of 
the units reviewed here shipped with real-mode CD-ROM drivers, but 
some machines don’t. (Early Tl Extensa units didn’t include real-mode 
drivers, but the company now ships them with new systems.) 


All of the systems we looked at were more than suitable as game 
machines, but certain portability compromises may make them less- 
than-optimum choices for some demanding gamers. Although all of 
these notebooks use local-bus video, their displays stiil can't hold a can- 
dle, speed-wise, to their desktop counterparts. The lack of a separate 
numeric keypad can hamper play in some games, but all the units sup- 
port plugging in a full-size external keyboard. Notebooks are a bit behind 
the times CD-ROM wise-the fastest available drives as this article was 
v/ritten were quad-speed, with three units still sporting now-obsolete dou- 
ble-speed drives. The feeble speakers built into these systems make even 
the cheesy units bundled with many multimedia systems sound powerful. 

Still, there are times when a game notebook makes sense. If you 
already have a desktop PC and you need a laptop, buying a fast CD- 
ROM-equipped portable beams you into the world of multiplayer gaming. 
Just connect your laptop to your desktop PC using a null-modem cable 
or network card and you’re all set up for head-to-head play. 

If you’re looking to replace an anemic 386 or 486 desktop PC, you 
can use your current keyboard, mouse, and monitor with a new portable 
system when you’re at home, and just unhook everything when you hit 
the road. This capability is particularly convenient if you occasionally 
get together with friends for a round of network gaming. If you can han- 
dle the hefty price, chances are you can find a portable PC that’s more 
powerful than the desktop unit you’re using now. Next time you’re on a 
plane flight, you’ll be able to blast mutants with your BFG while the 
other passengers watch the edited version of My Girl 2. Which sounds 
like more fun? 


I 

I y 

O ne of the biggest decisions in choosing a notebook is whether to 
go for a duai-scan passive matrix display, or cough up an addition- 
al S500 or more for a TFT active-matrix screen. Today's dual-scan 
screens are much richer and sharper than first-generation passive- 
i matrix IXDs, but th^f may not be suitable for some games. They have a slow 

1 refresh rate, and games which update the screen rapidly can seem jumpy, 

j Fast-moving objects may leave a ghostly trail as they cross the screen. These 
I effects are more evident in simulations and action games than in full-motion 
1 video products. 

I .. Active-matrix screens, on the other hand, work hard to justify their extra 
I cost. Colors are more vivid and contrast is much crisper than their dual-scan 
I counterparts, and active-matrix displ^ refresh quickly with no jerkiness or 
1 ghosting. If you're going to be playing primarily fast-action games on your lap- 

1 top screen, you should seriously consider an active-matrix dispi^. If you gen- 

1 erally use an external monitor when i^iu’re gaming at home, you can save a 

j good chunk of cash by going with a dual-scan model. 

1 • While conventional monitors can vary the size of pixels, allowing the typical 

I 15-inch monitor to display full-screen resolutions from 320x200 alt the way up 

I to 1024x768, LCD screens have pixels which are fixed in size and position, 

j With 640x480-resolutton screens, this effect isn’t usually noticeable. When you 

I run a DOS game in standard 320x200 VGA resolution on such a unit, each 
j pixel is doubled in size, leaving small 40-pixel gaps at the top and bottom of 
I the screen. This gives a subtle letterbox effect. 

j Three of the laptops we reviewed had 800x600 pixel disp!^. These screens 
j should be fine for properly written Win 95 games, but DOS games that run in 
j 320x200 or 640x480 mode (and Win 95 games stuck at a fixed resolution) will 
{ only fill about 80 percent of the screen. 
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CAHOM 


IWMOVA BOOK 350CD 


Canon’s sporty little Innova Book 350CD weighed in with the iowest 
street price (about $2,400 with 8 MB of RAM) and the lightest weight 
(7.2 pounds with battery, power pack, and CD-ROM), but it also uses 
the most anemic processor. 

Canon uses a 100-MHz Cyrix 
5x86 processor in the 350C, 
This Pentium-workalike can 
perform about as weii as 
75-MHz Pentium chip, but 
only when equipped with 
an external Level 2 
processor cache to com- 
pensate for its siow 33- 
MHz motherboard 
speed. (Pentium chips 
run the mother- 
board at 50, 
60, or 


ties such as word-processing. 

The 350CD is available only with a 10.4-inch, 640x480-pixel, dual- 
scan screen-one of the sharpest duai-scan displays we've seen. 
There’s a connector for a docking station, but so tar Canon hasn’t mar- 
keted one. Aiong with Win 95, Canon bundies Sidekick for Windows 95, 
the OAG Flight Disk, City Streets, Fax Works 3.0G, an oniine user’s 
guide, and a variety of online service access programs. 

We found the 350CD a fine unit for piaying games which don’t 
require massive amounts of processor power, such as Panzer General, 
CivNet, and Fighter Duel, its slower 5x86 processor and passive-matrix 
screen couldn’t keep up. however, with the iikes of EF2000 and iNUt'CAR 
2. if you’re on a tight budget, you need as tight a notebook as possible, 
and your gaming habits tend towards adventure and turn-based strategy 
games, the Canon 350CD may be a good choice. But if it’s power you 
seek, you’re better off with one of the true Pentium systems. 

Innova Book 350CD. Estimated Street Price: $2,400. Canon 
USA, 800-848-4725, htlp://wmv.usa.canon.com. 


TEXA^NSTRUMEHTC 

EXTENSA 550CDT 


The Extensa 550CDT is the flagship of Ti’s vaiue-line series. (The 
company’s most powerful notebooks are in the TravelMate 5000 series, 
but these aren’t equipped with internai CD-ROM drives.) Despite its 
vaiue-line designation, the Extensa 550CDT is no performance slouch. 


66 

MHz.) Canon left 
out the L2 cache to keep the unit's 
price down, so the 350CD doesn’t perform much 
better than a 486 DX4/100 system. 

It's a shame Canon skimped in the processor department, because 
the other subsystems in the unit are top-notch. The unit posted the 
fastest DOS video scores of any unit tested, and it beat ail but the 120- 
MHz Pentium system in Windows video tests. The unit was the oniy one 
in our roundup with actual SoundBlaster 16 circuitry handling sound 
output, and its quad-speed CD-ROM was one of the fastest of the pack. 

While the 35pCD excels in multimedia functionality, its case design is 
somewhat flawed. The single speaker sits under the wrist rest, and is 
partially obscured when your hands are on the keyboard. The critical 
problem, though, is the placement of the 350CD’s touch-pad point- 
ing device. While all the other touchpad-equipped notebooks 
position the pad somewhat to the left side of the notebook. 

Canon’s designers dropped it into the dead-center of the 
wrist-rest area. As we typed on the unit, we constantly 
found ourselves accidentally touching the pad when our 
right thumbs dropped to the wrist-rest area, which in 
turn would move the cursor to a random spot in the docu- 
ment. 

Although the 350CD uses an NiMH battery, it still managed to post 
the best time on our battery tests. The unit stayed up a full two hours 
and ten minutes with power-management turned off, running a bench- 
mark that was heavily exercising the processor, video display, and hard- 
disk. You can expect over three hours of battery life for mundane activi- 


Equipped with a 75-MHz Pentium processor, 256K L2 cache, PCI local- 
bus video, and 16-bit sound, this value-line unit offers snappy, if not 
blazing, performance. 

Sound is provided with the help of an ESS688 sound chip on the 
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notebook’s motherboard. Urider DOS this chip emulates an 8-bit 
SoundBlaster Pro. but It provides true 1 6-bit sound tor Windows appli- 
cations. SoundBlaster compatibility was flawless in all three notebooks 
that used ESS chips. Dual speakers above the LCD 
screen provide decent stereo 
sound. 

The single expansion bay can 
hold the included floppy or CD- 
ROM drives, or an optional LI bat- 
tery. The 550CDT we tested includ- 
ed a poky double-speed CD-ROM 
drive and a 520MB hard disk, but 
by the time you read this the unit 
should be replaced by the new 
Extensa 560CDT. This unit is nearly 
identical to the 550CDT but it substi- 
tutes a 1.2GB hard drive and a 
quad-speed CD-ROM drive. 

The 550CDT’s touchpad is well- 
positioned on the wrist-rest, but the 
buttons are somewhat stiff, making 
double-clicking a bit difficult. You can 
also double-click by tapping the touch- 
pad, so this may not be a big issue. This model sports an extremely 
sharp 10.4-inch, 640x480 pixel, active-matrix screen; a dual-scan 
screen is available on the 550CD/560CD units. If you’re going to be 


doing most of your gaming on an external monitor, you may find the 
dual-scan unit’s retail price-nearly $800 less than the active matrix- 
quite attractive. 

The unit’s NiMH battery posted the shortest life on our 
heavy-stress rundown test, a mere 1:04. An optional LI 
battery pack is slated to ship in April which should nearly 
triple that life. The LI battery slips into the bay normally 
occupied by the CD-ROM drive, so it may not be an 

option when gaming on 
the road. 

A port replicator is 
available for the 550/560 
series, but it simply 
duplicates the built-in 
ports and doesn’t 
include a joystick port. 
The basic unit 
was the second- 
heaviest of the 
bunch. While Tl 
claims it weighs 6.4 
pounds, it actually 
weighs in for travel at 
8.4 pounds with the CD-ROM, battery, and external charger. 

A good, but not exemplary, performer, the Extensa 550/560 series is 
worth a look if faster systems are out of your price range. 

Extensa 550CDT. Estimated Streel Price: $3 J25(560CDJ), 

$2,750 (560CD). Texas instruments, 800-848-3927, http://www.li.com. 


MFC CD-Nole SODP 


MPC 


CD-NOTE 900P 


Although MPC isn’t as well-known as the likes of Canon. Tl, Toshiba, 
and Gateway, we included the company’s CD-Note 900P in our testing 
to get a feel for how the tower-priced, “generic" notebooks perform. The 
system is manufactured by Taiwan’s Dual Technologies, and you’ll find 
nearly identical units being sold by ARM, Chem, FutureTech, and other 
companies. 

At first glance, MPC’s CD-Note units look like incredible bargains: at 
press-time, a 133-MHz unit with 16 MB of RAM and an active-matrix 
screen sold for only $3,799. Unfortunately, some deals are too good to 
be true. Despite the presence of 256K of L2 cache, the 90-MHz unit we 
tested was dramatically slower than Toshiba's 90-MHz 410CDT: in fact, it 
was bested in most tests by the 75-MHz Tl Extensa 550CDT. A more 
serious problem was the unit’s inability to run some games, likely attrib- 
utable to its use of the Gallant sound system instead of ESS or 
SoundBlaster chipsets. Although we had no problems running Windows 
applications on the system, we had plenty of trouble trying to get 
games to run from MS-DOS mode. Flight Unlimited wouldn’t run with 
sound active, and Wing Commander 3 wouldn’t run at all. (WC3 also had 
problems in the graphics test module.) If you’re running Windows 
games, or games that will run in a Win95 MS-DOS box, you may be 
okay, but otherwise you’ll probably want to look at one of fhe other units 


icron’s new Milfenia Transport has the potential to 
steal the "Dream Machine" title. Available with 120- 
and 133-MHz Pentium processors, the Transport 
includes a 256K pipeline burst L2 cache, 16MB of 
EDO RAM, Intel’s new Mobile Triton chipset, 
a built-in SoundBlaster 16 
with dual stereo speak- 
ers, and a quad-speed 
CD-ROM drive. The 11,3- 
inch, 800x600 pixel 

) 

avail- 

in dual-scan and 
active-matrix models. A 
particularly coo! feature is 
the inclusion of NTSC and S- 
Video output— just run a 
video cable to the big-screen 
TV in the den and gaming will 
take on much larger dimen- 
sions. Micron doesn’t make 
you choose between a touchpad 
and pointing stick— both devices 
are built-in. At press time, the 
120-MHz version of this 6,9 
pound marvel was slated to ship at the end of March, with 133-MHz units follow- 
ing in eariy April. Prices start at $3,999 for a base model with a 120-MHz 
Pentium, dual-scan screen, 16MB of RAM, and an 810MB hard drive. 






Protect Your PC. FREE 60-page 
Power Protection Handbook 

Whiit Lire the myths ami musts of PC protection^ What arc the 1 0 most common 
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your FREE copy and find out! 
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West Kingston, Rl 02892-9920 


IT’S NOT I F, IT’S WHEN 


Windows' 95 and Windows NT Workstation 
put the power of a server on your PC. 
New Back-UPS' Pro™ will keep it there... 



"...ro TAKE 4DV>»NrAGE OF WINDOWS W's SVSTEM AgENT AND DrJVESpACE 
GRACEFUL SHUTDOWN IN THl EVENT OF AN EXTENDED POWER OUTAGE HAS B£<fl 
(MPORTANT. arc's PlUG AND PLAY BaCK-UPS PrO 280... JS ONE SLICK RACKAI^ 


‘‘OrGANIZAT<0NS CAN FURTHER 
ENSURE RELIABLE STSTEM 
PERFORMANCE BY CHOOSING A UPS 
LICENSED TO BEAR THE DESIGNED 

FOR Windows 95 Logo...” 
Microsoft 


Back-UPS 

Pro 
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If you’re- about to invest in a new 
nnilti-taskins operating system 
like Windows 95 or Windows NT 
Workstation, experts say it may 
be time to invest in APC 
protection. Why? Hecausc bad 
power is the largest single cause of 
data loss, and on a multi-tasking system, your 
vulnerability is multiplied. When full protection is as 
affordable as a new mouse, it just doesn't make 
sense to leave your premium machine unprotected. 


"[With Windows 9SJ.. Users Are kffping 
MORE FILES OPEN AT ONCE AND HAVE MORE 
DATA AT RISK THAN EVER BEFORE... A UPS IS 
QUICKLY BECOMING A MUST...” 

ComputerLife 


"Don’t take chances. Get the ultimate 


Protect against the inevitable power hit with 
new Hack-Ul’S Pro, the one and only UPS “Designed 
for Windows 95". Automatic Voltage Regulation 
(AVR) provides the edge you need for full protection 
against extended brownouts or overvoltages without 
draining the battery, while CellGuard intelligent 
battery management extends battery life with fast 
recharge and deep discharge protection. The units 
even include built-in lOBase-T network cable/phone 
line surge protection for a bulletproof rc-sponsc to 
anything Mother Nature or Murphy’s Law may send 
in your direction. Plus they’re even backed by an up 
to $25,000 guarantee against surge damage to your 
equipment (see details). 

All in all, you can’t make a bad choice when 
you choose the company that protects more PC's 
than all other UPS vendors combined; .'\PC. 


Ydu I’d Silfc aiitoiiiiiric shutdrtwn 
(whether ydu'rc there or not), pan 
creiil recordiii)’ for power piuilily 
analysis, real-time display of UPS s, 
and certified Windows Pliii; & 
compalihilily for easy installation. 
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designed to last...” 
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need apply. 

CD-NOTE 900P. Direct Price: $2775. MFC Technologies, 800- 
672-8088. email help@mpc(ech.com. 


SATEILITE PBO 410GDT 


Toshiba knows how to build notebooks. The Sateilite Pro 410CDT was 
by far the most soiid, weli-designed, feature-packed notebook in our 
roundup, and easily wins the distinction of top choice for notebook 
gaming. This 90-MHz Pentium system iacks an L2 cache, yet still man- 
ages top-notch performance thanks to a last EDO memory system and 
tightly integrated motherboard design. 

The 410CDT’s ESS688 sound chip and quad-speed CD-ROM drive 
provide top-notch muitimedia performance, but, despite stereo sound 
support, the unit sports only a single, front-mounted speaker. An includ- 
ed adapter allows you to connect the unit’s fioppy drive externaily at the 
same time that the CD-ROM is installed internally; you can also mount 


W e searched far and wide for a PC Card 
(PCMCIA) adapter that would allow us 
to connect joysticks to multimedia 
laptop systems. We finally turned 
one up— in the United Kingdom. The GameCaid 
II is a Type 2 PC Card that supports two joy- 
stick channels and includes both MS-DOS and 
Win95 drivers. Our testing showed the card 
to be compatible with all the hardware and 
software we tried, including Windows and 
DOS programs, as well as basic joysticks 
and more complex ThrustMaster and CH con- 
trollers. 

JC Design is still seeking a U.S. distributoc so you may 
have to send your order across The Pond to obtain one of 
these handy devices. For ordering and price information, 
email reg@jcdesign.demon.co.uk, call 011-44-01371- 
874478, fax 011-44-01371-874300, or write JC Design 
Ltd., Rood End House, 6 Stortford Road, Great Dunmow, 
Essex, CM6 IDA, England. 


JC Design GameCanl il 


for your gaming needs. This is realiy a shame, as the CD-Note 900P is 
the only unit we tested that inciudes a built-in joystick port. 

The unit's physical design cieariy indicates some of the cost saving 
in its construction. It weighs in at a very hefty 9.1-pound travel weight 
with one battery, the CD-ROM drive, and the power brick. In a really 
strange move, the designers placed the dual speakers on the bottom of 
the unit, pointing down at your lap. Although that placement may add a 
strange new feeling of enjoyment to some games, it's not very acousli- 
caily pieasing. 

We did like the use of an IBM Trackpoint-style pointing stick instead 
of a touchpad, as weil as the option to use the fioppy and CD-ROM dri- 
ves simultaneously when running of AC 
power. You can also run dual NiMH 
batteries in place of both the CD- 
ROM and floppy drives, more than 
doubiing the 1:12 battery rundown 
time to 2:45. An optional docking 
station inciudes three expansion 
siots, two drive bays, and a fuli set of 
ports. 

The CD-Note is available in a plethora of configurations, using 75, 90, 
100, 120, or 133-MHz Pentium processors and either an 11.3-inch duai- 
scan or 10.2-inch TFT active-matrix screen; both screens support 
800x600 resoiution. The dual-scan display tested exhibited disconcert- 
ing coior intensity variations between the top and bottom halves of the 
screen. 

With bargain prices, buiit-in joystick ports, and numerous configura- 
tion options, we wish we couid recommend the CD-Note series for 
gamers. Due to the compatibiiity probiems with DOS games and the 
iess-than-average performance in our benchmark tests, though, only 
those on a very tight budget who’li be living exclusively in Win95 


the fioppy in piace of the CD-ROM drive. (The Toshiba was the only unit 
that ailowed us to swap the CD and floppy without rebooting. Just put 
the notebook into suspend mode, swap the drives, then turn it back on 
and pick up where you left off.) 

The 11.3-inch active-matrix screen supports a resolution of 800x600 
pixels: with 16-bit color (65,535 colors) support, and is the only screen 
in this roundup that displays more than 256 colors. The Accupoint 
pointing stick provides very precise control, but its driver caused recov- 
erable errors when running AOL software, the one blemish on an other- 
wise smooth system performance. A truiy convenient feature is the 
unit’s internal power supply-there's no brick to carry around, just a 
power cord. There’s no joystick port on the unit, but Toshiba's port repli- 
cator for the 410CDT includes one. 
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® Capitalism... "is good enough tp make a 
convert out of Karl Marx himself.” 
Editor’s Choice Rinard 
- PC Gamer 


® "... the ultimate business sim... 
^ 1/3 out of 5 stars 
- CD-ROM Today 


® "Capitalism... succeeds in 
generating the excitement... 
and is fun to play.” 

- Strategy Plus 


Capitalism Is the ultimate 
business sim - combining all 
the excitement and Intrigue 
of building a fast paced 
international business. If you 
like real-time strategy games, 
you'll love the constantly 
changing, dynamic challenges 
of CRPITRLI5M... THE RERL 
5TRRTEGY GRME OF MONEY, 
POLUER RNO LUERLTH. 


developed by 


Checkout the CAPITALISM DEMO 
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On CompuServe, CO GAMBPUB (Library 17) 
For more information call (919) 461-0722 
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Unraveling The Mystery Is Just The Beginning, 


SECRET SOF THE 



A huge mining corporation has unearthed something unexpected. All they would tell you 
yesterday was that it dated back to 1 1,000 B.C. Now, you see it, an ancient Egyptian pyramid 
that seems to reach out to the desert sky like a beacon. Secrets of the Lost Dynasty presents 
a vivid 3-D environment with smooth and realistic movement in which you will explore a 
complex and ancient architecture. 


SMOKIN' 

KkiTTiiTmife , 


S>I99S SMOKIN' Digital Corporation. Secrets of the Lost Dynasty Is e trademark of SMOKIN' Digital 
Corporation. NOM SPRING is a trademark ofVICTOKAI INC. 22904 LocknctsAvc..TorTance. CA 90SOI. 
For more information, call (310) 326-8880 or explore our website: 

www.SM OKIN. com 
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LAPTOP SURVEYS 



GATEWAY 


SOLO S5-120XL 


Gateway Solo 120 


The LI battery kept the unit running for 2:04 on our rundown test; 
using Toshiba’s MaxTime power-management software we were able to 
use the unit for word-processing for more than four hours straight. One 
of the most convenient features of this notebook (shared with Gateway’s 
Solo) is the ability to put the machine in an extremely low-power sus- 
pend mode instead of turning it off. This saves the time (and power- 
drain) of booting Win95 every time you use the ^tem. You can simply 
put the notebook into suspend mode, then turn it back on days later 
and pick up your game or work 


right where you lelt off. 

Along with MaxTime, you’ll 
also find a function-key macro 
program, online user’s guide, 
and a number of other useful 
utilities. Software compatibility is 
superb, and even demanding 
games like EF2000 ran smoothly. 
The only downside is the "letter- 
box" effect in games which run 
at 320x200 and 640x480 res- 
olution, a problem shared 
by all the 800x600 lap- 
tops, If you're looking for 
a top-notch, nearly flaw- 
less portable game sys- 


tem, you can’t go wrong with the Satellite Pro 410CDT. 

Satellite Pro 410CDT. Eslimated Street Price: $4,200. Toshiba, 
800-999-4273, htlp://mw. toshiba. com. 


If power is the name of your game-and money’s not an 
3-then Gateway’s Sofo S5-120XL notebook may be 
ithe system for you. Packing a 120-MHz Pentium, 

I 256K of L2 cache, ESS1688 

SoundBlaster 16-compatible sound 
chip, and a massive 40 MB of RAM, 
this system is nearly a power user’s 
dream. 

We say "nearly" because this 
speed demon includes a sluggish 
double-speed CD-ROM drive, 
a curious anachronism in 
an otherwise state-of-the- 
art system. (Gateway says 
it plans to update the ^- 
tem to include a quad- 
speed drive in the near 



T he trackball, It seems. Is 
dead. The notebooks we 
tested exhibited a mix of 
pointing sticks and 
touchpads. The touchpad has been 
growing in popularity because it’s 
very easy to learn to use. However, 
gamers may find it worth climbing 
the learning curve and getting used 
to the IBM Trackpoint-style pointing 
sticks. Touchpads are nearly use- 
less in DooM-style games, and 
pointing sticks allow much more 
precision in games such as CwNet 
which require delicate cursor place- 
ment. 

One particularly cool pointing 
stick enhancement was developed 
by CG publisher Jonathan Lane 
during the height of his Doom 
enthusiasm (or addiction, as the 
case may be). He carefully carved 
off the end of a pen cap so it 
would slip over the top of the 
pointing stick on his Toshiba note- 
book. Presto— instant built-in joy- 
stick. Lane warns, however, that 
you should be extremely careful 
not to close the laptop's case with 
the pen cap still installed, lest you 
drive a very expensive hole through 
your notebook’s LCD display. 
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“What if I break it?” That’s not a worry at 
ComputerMania-we encourage hands-on. We want you 
to take a test drive of the latest in technology. 
ComputerMania is the ultimate “Try It, Learn It, Buy It” 
experience for everyone interested in home computing 
and the Internet. Whether you’re serious about the computer you have, or seri- 
ous about buying one, ComputerMania has something for you: Reach out and 
touch technology in one of our Hands-On Zones. Catch a class in a Learning 
Zone. Unravel the World Wide Web over coffee at the Internet Cafe. Watch your 
kids learn while they play with the latest in edutainment. It’s the kind of eye- 
opening, hands-on experience the entire family is looking for. And it’s coming 
to you. For more information about the ComputerMania event closest to 
you, call 1-800-488-2883. 

Tampa Convention Center: April 19-21. 

Rosemont Convention Center: June 14-16. 

Boston World Trade Center: September 20-22. 

Santa Clara Convention Center: October 18-20. 

Dallas Infomart: November 1-3. 

Denver Convention Center: December 6-8. 

Sponsored By: 


ComputerMAniA 


Mkmsoft' 
Computer O k 
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LAPTOP SURVEYS 


future.) Also, the crisp 10.4-inch 800x600 active-matrix 
screen displays only 256 colors, placing it a notch below 
Toshiba’s 11. 3-inch, 16-bit color display. 

The system's LI battery stayed active for 1:52 on our 
battery rundown test. A unique feature of the Solo’s bat- 
tery is a connector for the unit’s AC power brick, which 
allows you to charge the battery even when it’s not 
installed in the notebook, handy if you want to charge 
spare batteries while you’re using the notebook. Like the 
Toshiba, the Solo offers a long-term suspend mode— 
instead of turning the notebook off and going through a 
tedious boot sequence when you restart it, you can leave 
the system in suspend mode for up to three weeks, then 
turn it back on and pick up right where you left off. 

All this power doesn’t come at the expense of portabili- 
ty. The unit’s 7.3-pound travel weight was bested only 
slightly by the Canon 350CD. The compact case places 
its dual stereo speakers on the screen’s hinges. An 
optional docking bar snaps onto the back of the machine 
and adds a joystick port in addition to duplicates of the 
unit’s standard ports. The included floppy drive can only 

ibe swapped for 

the CD-ROM 
drive, but 
Gateway also 


I nfrared Data Association 
(IrOA) serial ports have quick- 
ly become almost ubiquitous 
on notebook computeis. Of 
all the units merrtioned in this arti- 
cle, only the MPC CD-Note 900P 
didn’t sport one, These ports act 
like standard serial ports, transfer- 
ring data at up to 115.2K bits per 
second. The difference, though, Is 
that there’s no cable required. 
They're designed for data transfer, 
but might they work for null- 
modem games? 

We put them to the test, run- 
ning CivNet, Fighter Duel, and Duke 
Nukem 3-D on the Canon innova 
Book 350CD and the Tl Extensa 
550CDT. We simply told each game 
to set up a null-modem connection 
to the opponent’s machine using 
the COM2 port. The games con- 
nected with no problem, but we 
initially had trouble with discon- 
nects after a few minutes of play. 
Once we moved the notebooks a 
bit closer— within a foot or so of 
each other; across a table— the 
problems went away and we were 
able to complete games with no 
connection errors. Since IrDA con- 
nections require no extra equip- 
ment, you can now look forward to 
impromptu Duke Nukem 3-D death- 
matches with other laptop-packing 
gamers in airport waiting lounges. 


K 


I Canon 

Tl Extensa 

MPC CO-NOTE 

Toshiba 

Gateway 

Innova 350CD 

550CDT 

900P 

410CDT 
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LAPTOP SURVEYS 


sells an optional external unit which can be used simultaneously with the CD-ROM. 

The S5-120XL package includes a number of extras, such as a 28.8K bps PC-Card modem, 
Microsoft Office 95 Professional, AutoMap, and a deluxe leather carrying case. If this system is too 
rich for your blood, Gateway also offers a 90-MHz version with 16 MB of RAM ($3999) and a 75- 
MHz, 8 MB version ($3299). 

The Solo packs plenty of power for even the most demanding games. Once Gateway upgrades the 
slothful CD-ROM drive to a modern quad-speed unit, it should be a top choice for power-hungry 
gamers. Solo S5-120XL. Direct Price: $5699. Gateway 2000, 800-84&4208, http://www. 
gw2l<.com% 



T o test the gaming performance of the notebooks examined here, we ran a collection of 
benchmarks based on the suite introduced in the January installment of our “Ultimate 
Game Machine" series. The Winbench 96 benchmarks tested system perfoimance 
under Win 95, with scores reported for graphics, disk, CD-ROM, and processor sub- 
systems. WiNSTONE 96 runs a suite of popular productivity applications such as Word, Corel 
Draw, and Lijnjs 1-2-3, and its scores indicate how each machine compares when you’re forced 
to use the machines for productive purposes. 

PC Bench 9.0 was used to test each fern’s MS-DOS performance. 3D Bench scores are 
included to give a comparative look at hew each unit will perform when rendering 3-D graphics 
under MS-DOS. 

We ran VBETest, included with the UniVBE VESA driver package, to test each machine’s com- 
patibility with the VESA SuperVGA standards. Every unit failed the test, but this seems more 
indicative of peculiarities with how laptops handle various displty resolutions than actual incom- 
patibilities. Of the notebooks tested, only one had any problems running any of the VESA-compli- 
ant game software we threw at them. 

To test graphics and sound compatibility, we ran Looking Glass Technologies' Flight Unlimited. 
Finally, Origin’s Wing Comiwvider 3 was used as a further compatibility test, and to benchmark 
each system's real-world performance when loading CD-ROM-based entertainment software. 

Battery rundown tests were conducted by disabling power management features (to ensure 
maximum system performance) and running a series of benchmark tests that heavily exercised 
each system's processor, hard disk, and display subsystems. Note that the times listed here are 
absolute worst-case scenarios, and you'll be able to get much longer use from the machine 
under most circumstances. 



Winbench 96 DiskWinmark 486 508 473 461 608 



Winbench 96 CPU 32 105 122 118 162 193 



PC Bench 9.0 OOSmark 304.52 385.92 328.11 324.44 377.72 



PC Bench 9.0 Video mix 6897.47 5121.82 5498.99 6814.27 4392.59 


(graphics) 



VESA Compatible? VBE Test Failed Riiled ftiled ^iled Failed 


VESA Compatible? Ran Yes Yes Yes Yes Yes 

Flight Unlimited (sound problems) 


WC3 WC Load Time 20 36 wouldn't load 20 32 



WC3 CD Benchmark 612,734 309,054 309,054 623,579 306,367 






Batman and Robin in the 
ultimat^attle for Gotham City. 
' the graphics alone 
blow your PC to bits! 


- BATMAM niid all lolalod elemanis are the pioporty of DC 
Comics TM h 1995. All lighls toserved. Aixlaiin is a 
cfivisioii and regisloiecl Iradomntk ol Acclaim Enlodainmonl. 
Inc. 0 1996 Acclniin Enicn.iinmaiU. Inc. All rights losorvod 
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CHIPS&BITS 


HC. 


PO BOX 234 DEPT 10642 
ROCHESTER, VT 05767 
INT’L 802-767-3033 FAX 802-767-3382 



‘NHL 96’ Strap on 
your helmet and 
cinch up your 
skates because 
this is ice hockey, 
not nice hockey, a 
fast and furious all 
out assault on 
your senses 
where break- 
aways are met 
with bone quak- 
ing body 

checks. Updated 
teams and play- 
ersl CD S44 



‘WARCRAFT 2' 
Return to the world 
of Warcraft, where 
the battle between 
the evil ores and 
the noble humans 
rages on. With 
powerful new 
allies, terrifying new 
creatures and inge- 
nious new weap- 
onry, the struggle 
for the domination 
of Azeroth contin- 
ues over land, sea 
and air. CD S46 



•TOP GUN’ All 
the thrills of this 
fast action dog- 
fighting adv, 
story come to life 
in this fun inter- 
active product. 
Begin with vivid 
competition for 
the Top Gun tro- 
phy while experi- 
encing all the 
sights, sounds 
and characters 
of the original 
movie. CD S45 



'GRAVIS PHOENIX FUGHT & WEAPONS COMTTTOL 
SYSTEM’ 24 programm^e buttons for joystick and key- 
board controls. Preoonfigured sett'ngs for the most popu- 
lar games. Unique 2 handed control. S83 


DESCENT' 


n 

h'l 



‘DESCENT 2' 30 
new levels take the 
player through mis- 
sions on four sepa- 
rate planets and 
culminates inside 
the enemies’ moth- 
ership. New ene- 
mies indude intelli- 
genl robots that will 
adjust to the play- 
er’s strategy, hunt 
the player down 
and suck up his 
energy supply, 
WIN 95 CD S48 



‘DUKE NUKEM’ 
Ass Stompin’ 
aliens have 
landed, and the 
humans sud- 
denly find them- 
selves atop the 
endangered 
species list. The 
odds are a mil- 
lion to one, but 
Duke Nukem 
knows what’s 
got to be 
done. Kick 
alien butt! CD S49 


IBM HARDWARE 


CD ROM HARDWARE 
DIAMOND ULTRA 8XIS509 
Digital Edge 3x Ini S699 
NEC Multispin 6xi CD $479 
Plextor 6 Plex 6x Int $429 
Snd Blaster 3X1 Omni $149 
Snd Bslr Performance $229 
VIDEO HARDWARE 
3D Blaster VLB $335 
HEAD-ON MODEM $129 
JOYSWITCH S38 

ShareVision PC 300 S629 
Teac6xlnl $424 



INTERACTIVE 


ENTERTAINMENT 

Receive an episode of 
Interactive Entertain- 
ment CD ROM magazine 
FREE with any in stock 
software order. Offer sub- 
ject to change or cancel- 
lation without notice. 
Valid from 4/1/96 to 
5/30/96 or while supplies 
last. Quantities limited. 


SHIPPING 

Place an order for an 
aut of stock software 
item and receive FREE 
overnight shipping when 
the product becomos 
available. Handling $2 
per shipment. 


1 IBM HARDWARE 1 

1 IBM HARDWARE I 

1 IBM ACTION 


1 IBM ADVENTURE 1 

1 IBM ADVENTURE I 

AUDIO HARDWARE 

CONTROLLERS 

1001 Nights of Doom CDS19 

10th Planet CD 

$44 

Cyberia CD 

$37 

Advanced Gravis Ultra $74 

Cyberman $46 

4x Frenzy CD 

$48 

7th Guest CD 

$29 

CYBERIA2CD 

$43 

GameWave 32 Plus $139 

Dolphin Virtual Helm $139 

Castle Wolfenstein CO 

$19 

7TH GUEST 2 CD 

$52 

Daedalus Encounter CDS29 

GameWave 32 Pro $199 

Gravis Analog Joystick $24 

Chaos Overlords CD 

$29 

Abuse CD 

$37 

Dark Eye CD 

$39 

GmeWve 32Pro-fSCSI $239 

GRAVIS PRO/DESCENTS36 

CRUSADER CD 

S4B 

Alien Alley CD 

$44 

Darkseed2 CD 

$45 

GameWave 32 Studio $319 

Gravis Firebird $58 

CyberMage CD 

$44 

Alien Alliance CD 

$48 

Day ol the Tentacle CD 

$14 

LabtecCS-150 Spke/s 314 

GRAVIS GRIPCTRLR S84 

DARK FORCES CD 

S47 

Allen Odyssey CD 

$34 

Death Gate CD 

$34 

PC Symphony 329 

Gravis PC Game Pad SI 9 

DOOM 2 CD 

$43 

Alien Trilogy CD 

$46 

DEATH TRAP DUNG'N 

$42 

Pro Audio Spectrum PlusS89 

GRAVIS PAD/DESCENTS27 

Doom 2 W95 CD 

$48 

Alien Virus CD 

$38 

Depth Dwellers CD 

$29 

Sound Blaster 16 MCDS138 

Gravis Phoenix /DescentS83 

DUKE NUKEM 3D CD 

$49 

Aliens CD 

$43 

DInonauts CD 

$29 

Sound Blaster 16 Value $95 

Logitech WingMan $26 

FINAL DOOM CD 

$46 

Alone in the Dark 3 CD $44 

Dinotopia CD 

$46 

Sound Blaster 32 IDE $152 

Logitech WMan ExlfemeS45 

Heretic CD 

$37 

Angel Devoid CD 

$43 

Discworld or CD 

$35 

Sound Bister Pro Value $74 

MS SIDEWINDER 3D $29 

Hexen 

$49 

Are U' Afraid ol Dark CD $40 

Double Trouble CD 

$40 

Sound Blaster Value $57 

MS Sidewinder 3D Pro $56 

HEXEN CD 

$49 

Almosfear WIN CD 

$25 

Down in the Dumps CO 

I $39 

Sound Galaxy BX2 $29 

PC Virtual Golf Club $119 

HyperBlade CD 

$45 

Azrael'sTearCD 

$39 

Druid CD 

$39 

Sound Galaxy NX2 $49 

SPCEBALL AVENGERS99 

L-Zone CD 

$40 

Babylon 5 W95 CD 

$28 

Dune CD 

$29 

Snd Galaxy NXProie $99 

Suncom F15 Eagle $118 

Magic Carpet 2 CD 

$44 

Bad Day on I’ Midway CDS40 

DustiThe Wired West CD $40 

Snd Galaxy NXPro Kit $49 

Suncom FISTalon $75 

Magic Carpet Plus CD 

$34 

BAD MOJO W95CD 

$48 

EcsIalica or CD 

$35 

S.G.NXPro16/SCSI $139 

Suncom SFX 2 $25 

Msir Levels tor Doom 2 

$25 

BEAVIS & BUTTHEADS33 

Elk Moon Murder CD 

$27 

Sound Man Wave $119 

VFX 1 VR Headgear $995 

Maximum RoadkIII CD 

$34 

Beneath a Steel Sky COS22 

Entombed CD 

$29 

Sound Scape 16 Bit $149 

Thrusimasler; 

MISSION FORCE CD 

$48 

BioHazard Five CD 

$47 

Enlomorph CD 

$35 

SoundDrive 16 EZ ISA$109 

Driving System T2 $108 

Powerslave or W95 CD 

$42 

Biolorge Plus W95 CD 

$44 

Extractors CD 

$34 

SoundDrive 16 SCSI $139 

F16TQS Throttle $108 

Quarantino CD 

$25 

Slack Diamond CD 

$44 

Fade lo Black CD 

$47 

Vivid 3D Plus Sound $72 

FLC System F16 $108 

Rise of Triad Extreme 

$27 

Blacklhome or CD 

$26 

Fighling Fantasy CD 

$40 

Vivid 3D Sound $39 

FLCS Limited Edition $499 

Road Warrior CD 

$32 

Bloodwings CD 

$24 

Flashback CD 

$35 

CONTROLLERS 

Flight Control Bundle $52 

Ruins CD 

$44 

BrainDead 13 CD 

$38 

Fox Hunt CD 

$47 

American Laser Gun $43 

Game Card $25 

Shadow Warrior CD 

$49 

Buccaneers CD 

$48 

Frankenstein WIN CD 

$46 

Balter Up $52 

Pro Play Golf SyslemS559 

Skull Cracker CD 

$41 

Bureau 13 CD 

$33 

Freddy Pharkas Frontier $32 

CH F-16 COMBATSTK $58 

Rudder System $98 

Space Hulk 2 CD 

$40 

Burn Cycle CD 

$34 

Freelancer 2120 CD 

$41 

CH F-16 FIGHTERSTKS96 

Weapn System Mark 2308 

Star Trek Genoral'n 

$41 

Cadillacs & Dinosaurs 

$28 

Full Throtlle CD 

$45 

CH F-16 FLIGHTSTICKS36 

Wizard Pinball SystemS32 

Strife CD 

$42 

Calia 2095 CD 

$47 

G'Nome CD 

$43 

CH Flight Slick $28 

XL Action Controller $24 

Subtorrane W95 CD 

$29 

Chewy Esc from F5 CD $44 

GABRIEL KNIGHT 2 

$55 


CH Flight Slick Pro $48 
CH GAME CARD 3 S25 

CH Mach 3 Joystick $25 
CH Pedals $46 

CH PRO PEDALS $74 
CH PRO THROTTLE $94 
CH Throttle $64 

CH Trackball Pro $75 
CH VIRTL PILOT PRO $69 


XLC Joystick Bundle $44 
OTHER HARDWARE 
Game Zapper $47 

Gravis Eliminator Card $19 
Head-On Gme ModemS129 
Joyswitch $38 

MS Natural Keyboard $91 
Notebook Gameport $42 
Phone Blaster $189 


System Shock CD $15 

TekWarCD $44 

TERRA NOVA CD $41 

The Mortilicator CO $42 

Twisted Metal CD $36 

Ultimate Doom CD $31 

WarhammQr40KCD $39 

WITCHAVEN CD $39 

XSCD $37 


Chronicles ol the Sword$38 
CHRONOMASTER CD $39 
CIrle ol Blood CD $44 

Commander Blood CD $39 
Conspiracy CO $24 

Corridor 7 CD $29 

Creation CD $52 

Creature Shock CD $25 

Curse of Dragor CD $41 


Gadget CD $45 

Gadget W95 CD $46 

Gateway 2 $24 

Gateway 2 CD $29 

Gender Wars CD $38 

Hand ol Fate CD $25 

HardJackCD $48 

Harvester CD $46 

Heart o( Darkness CD $55 














Call NOW to p^er 800 - 699-4263 

Checks held 4 weeks. Money Orders under $200 same as cash. COD $6. Oelectives replaced with same product. Most Items shipped same day. Shipping times msy tary. Price/avallahility may change. All sales llnal. Call for details. 



•SAIL 95’ 
Experience the 
challenge of high 
performance rac- 
ing as you control 
a multi-million dol- 
lar lACC yacht. 
The official simu- 
lator of the 
America's Cup 
features ad- 
vanced Al, sound, 
and fully animated 
30 graphics in 
1024 X 768 reso- 
lution. CDS43 



‘CRYSTAL 
CALIBURN' A 
truly great pinball 
game is more 
than great 
graphics and 
spectacular 
sounds, more 
than the latest 
arcade features 
like 3D ramps 
and three multi- 
ball play. It's one 
that keeps you 
coming back for 
more! S29 



‘THE COMPLETE 
CARRIERS AT 
WAR' provides a 
total picture of car- 
rier combat no 
other simulation 
has matched for 
both excitement 
and historical 
accuracy. It con- 
tains C.A.W. 1, 
C.A.W. 2. the 
Construction Kit, 
the war scenarios 
as well as new 
scenarios. CO $42 



‘CHRONOMAS- 
TER’ The game is 
set against the 
back drop of 6 man 
made universes, 
eac^ obeying their 
own laws of 
physics, where 
magic and science 
CO exist. Embark 
on an odyssey 
thrtxjgh worlds run 
by cyborgs, pirates 
and witches who 
provide deadly 
puzzles. CD $42 



‘FANTASY 
GENERAL’ 

Quite literally the 
“Panzer 
Generar of fan- 
tasy gaming. 
Find heroes. 
Acquire magical 
items, cast 
spells, choose 
from over 120 
distinctive fanta- 
sy units. Build an aimy and lead it well, because only the 
most experienced troops dare face the Shadowlord and 
his fdlowers. intuitive interface, hexagon movement and 
combatjuslIikeinPanzerGeneral! WfN95CDS43 



1 IBM ADVENTURE I 

1 IBM ADVENTURE I 

1 IBM ADVENTURE H 

IBM ADVENTURE 

H IBM ARCADE I 

Hell CD 

$45 

Monstrous City CD 

$44 

Sentient CD $38 

Treasure Quest CD 

$46 

Gear Heads CD 

$37 

Hell Cab CD 

$19 

Morph Man CD 

$19 

Separation Anxiety CO $45 

Trouble is my Biz CD 

$46 

Hammer Slammers CD $46 

HellraiserCD 

$52 

Mortimer CD 

$42 

Shadow of t' Comet CD $25 

Under Pressure CD 

$28 

Hive W95 CD 

$35 

Homicide CD 

$40 

Myst CD 

$46 

Shadows WIN CD $40 

UNDER KILL’G MOON 

$29 

Judge Dredd CD 

$40 

1 Have No Mouth CD 

$45 

Necrobius WIN CD 

$40 

ShamShpadoCD $35 

Urban Decay CD 

$39 

Last Bounty Hunter CD $37 

In the First Degree CD 

$46 

Nerves of Steel CD 

$19 

SHANNARACD $41 

Virtuoso CD 

$39 

Lobo CO 

S34 

Inca 2 

$16 

Nibelrung Ring Cycle CD$39 

Shivers CD $37 

Void Pirates CD 

$43 

Lode Runner Netwrk CD S40 

Indestructibles CD 

$44 

Night Trap CD 

$28 

Silverload CD $38 

Vortex CD 

$45 

Looney Labyrinth P-ball$29 

Inherit the Earth CD 

$24 

Noclropolis CD 

$27 

Simon the Sorcerer $19 

Voyeur 2 CD 

$42 

Maximum Surge CD 

$35 

Into me Shadows CD 

$48 

Nomad CD 

$26 

Simon tho Sorcerer CD $33 

Walerworld CD 

$22 

Mega Man X CD 

$44 

Island Peril CD 

$44 

Normality CD 

$48 

Simon t' Sorcerer 2 CD $35 

Welcome to 1 Future CD $44 

Monster Island CD 

$44 

Jack me Ripper CD 

$19 

Odyssey CD 

$44 

SkyborgCD $44 

Wetlands CD 

$19 

Monty Python's Waste 

$36 

Jewel of the Oracle CD 

$39 

Offensive CD 

$34 

Space Quest 4 CD $15 

Who Killed Sam Rupert $16 

Mortal Kombat 3 CD 

S46 

Johnny Bazookalone CD$34 

Pandora Directive CD 

$54 

Space Quest 6 CD $45 

WolLHunl IB Hunt'd CD$19 

Peg Leg CO 

$32 

Johnriy Mnemonic CD 

$41 

Panic In the Park CD 

$35 

Spee Ship Brainlock CD $49 

Woodoiff & Schnibble CD $32 

Pinball Classics CD 

$31 

Journeyman Project 2 

$46 

PHANTASMAGORIA 

$53 

Spaceship Warlock CD $29 

Wrath ol the Gods CD 

$36 

PINBALL FANTASY DXS29 

Jumanji CD 

$42 

Pitlall W95 CD 

$43 

Spawn CD $37 

XonoPhage CD 

$46 

PINBALL ILLUSIONS 

529 

Jurassic Park 

$29 

Police Quest 5 CD 

$50 

Spycrafl: Great Gme CD $47 

Zeddas CD 

$34 

Pinball Mania WIN CD 

$29 

Karma CD 

$40 

Power Dolls CD 

$30 

Star Trek: Anniversary $26 

Zeram:UIIimate Alien CD $34 

PINBALL WORLD CD 

$35 

King's Quest7W95 CD $25 

Predator CD 

$44 

Star Trek: Annivrs'ry CD$44 

Zombie DinoCD 

$30 

Primal Rage CD 

$47 

King's Ransom CD 

$32 

Prince of Persia Cllct’n 

$19 

Star Trek: Judge Riles $15 

Zorro CD 

$34 

Pro PinbalhThe Web CD $28 

Kingdom O' Magic CD 

$38 

Prisoner ol Ice CD 

$42 

Star Trek: Judge CIct'n $55 ■ 



1 Psycho Pinball CD 

$25 

Knights Chase CD 

$42 

Promised Land CD 

$41 

Star Trek: Academy CD$46 I 

IBM ARCADE 


1 RayMan CD 

$35 

Kronolog: Nazi Paradox$16 

Psychic Detective CD 

$44 

Star Trek; Voyager CD $48 



* REBEL ASSAULT II 

$47 

L-Zone CD 

$40 

Psychoiron CD 

$17 

Starship Troopers CO $39 

3D Ultra Pinball CD 

$40 

Royal Flush Pinball CD $22 

Lawnmower Man 2 CD $44 

QAD CD 

$39 

SynnergisI CD $40 

Arcade America CO 

$25 

Shell Shock CD 

$34 

Legend ol Kyrandia 3 CDS25 

RedjacK's Revenge CD $46 

Terminator: Future Shck$44 

BC Racer CD 

$25 

Sink or Swim CD 

$19 

Legends o( Don Huang $44 

Relentless CD 

$25 

Terror of the Deep CD $36 

Batman Forever CD 

$44 

Soccer Kid 

$19 

Leisure S Larry Anth CD$47 

RETURN TO ZORK;NEMS53 

Tho Dame Was LoadedS34 

Bttle Beast: Dead On CO$44 

Space Ace CD 

$38 

Lion CD 

$42 

Riddle of Master Lu CD 

1 546 

THE DIG CD S47 

Blades ol Rage CD 

$34 

Space Pirates CD 

$36 

Loadstar CD 

$44 

Riflwar Legacy 

$23 

The Misadvents J SpawnS46 

Cannon Fodder CD 

$23 

Space Runner CD 

$42 

Lost Eden CD 

$39 

Ripper CD 

$48 

The Orion Conspiracy $40 ' 

Corpse Killer CD 

$26 

Super St Fighter 2 Turtx) $31 

Lost Mind of Dr Brain CDS36 

Rivers ol Dawn CD 

$41 

The Prophecy $16 

CRYSTAL CALIBURN 

$27 

Thunderslhke CD 

$44 

Lost in Town CD 

$44 

Robot City CD 

$32 

The Trial CD $44 

DefCon 5 CD 

$38 

Time Pockets CD 

$46 

Maabus CD 

$25 

Robot Club CD 

$29 

Time Commando CD $45 i 

Dragons Lair 2 CD 

$39 

TOH SHIN DEN CD 

$42 

Man Enough CD 

$34 

Sam & Max CO 

$16 

Time Gate CD $42 I 

Drug Wars CO 

$25 

Total Domination CD 

$39 

Martian Chronicles CD 

$40 

Sato City CD 

$40 

Time Lapse CD $44 

Earthworm Jim 1 S 2 CDS34 

Tri-Tryst W95 CD 

$24 

Mirage CD 

$40 

Scroll CD 

538 

Titanic CD $44 

Exo Squad CD W95 

$26 

WWF Arcade CD 

$45 

Mission 9 CD 

$44 

Scruliny CD 

$37 

Tommy WIN CD $48 

Extreme Pinball CD 

$29 

WWF Raw CD 

$41 

Mission Code CD 

$34 

Sea Legends CD 

$34 

Torin's Passage CD $50 

Fast Draw Showdwn CDS37 

WORMS CD 

$34 

MISSION CRITICAL CDS39 

Secret Monkey Island 

$19 

Touche CD $34 

Full Till Pinball W95 CDS24 

ZOOP 

S26 


Circle Reader Service 



GAME OFFER 


Spend the specified amount 
on any in stock software and 
choose a free IBM game 
from the corresponding list 
below. Request must be 
made at time of order. 

SPEND $60 
Airborne Ranger 5.25, 
Battles of Destiny 3.5, Bridge 
Olympiad 3.5, Conquered 
Kingdoms Seen 1 3.5, ESPN 
Sports Shorts CD, F-15 Strike 
Eagle 2 3.5, Gunship 5.25, 
Orlgamo 3.5, Precision 
Approach 3.5, Rules of 
Engagement 5.25, Silent 
Sendee 2 3.5 

SPEND $100 
.Conquered Kingdoms 3.5, 
Flight Sim Toolkit 3.5, 
Macarthurs War 3.5, 
Megatraveller Zhodani 5.25, 
Return of the Phantom 3.5, 
Spelicasting 1D1 5.2S, Storm 
Across Europe 5.25 

SPEND $160 

Air Combat Pacific 1942 3.5, 
Alone in the Dark 3.5, Blood 
Bawl CO, Royal Rush Pinball 
CO, Sail Simulator 3.5, Simon 
the Sorceror 3.5, Star Trek 
Judgment Hites 3.5, Ulllma 
Underworld 2 3.5, Walls of 
Rome 3.5, Wailords 2 3.5 
SPEND $200 
Casino Gambier Kit 3.5, 
Complete (IMS, Faleoa 3.0 
3.5, Harpoon 2 3.5, Harpoon 
Classic CD or WiN, Jutland 
CD. Unks Pro 386 CD, Mau 
Cobra Flight Stick, Under a 
Killing Moon CD, Universal 
Neverlock 








CHIPS&BITS 


INC. 


PO BOX 234 DEPT 10642 
ROCHESTER, VT 05767 
INT’L 802-767-3033 FAX 802-767-3382 


‘OVERKIfiHTSHlPPMO In US $4 per order. Mail to Canada, PR, HI, AX, APO, $4 per order. Worldwide abmaitSS per Ren. Hamltlng $2 per $hl|Hnent.Hantmre orders may requite additional shipping cha^.Vha.MC and Oisconr accepted. 



•ANVIL OF 
DAWN’ is an 
inventive remark- 
able first person 
fantasy adventure. 
Filled with sus- 
penseful encoun- 
ters, the player 
ODnlrols one of five 
champions that are 
left in a world taken 
over by the dark 
armies of an evil 
warlord, 100 inge- 
nious characters! 
WIN 95 CD S34 



'WIZARDRY 
GOLD’ The 
upgraded and 
enhanced ver- 
sion of the best 
role playing 
game of all time, 
Crusaders of the 
Dark Savant is 
now available for 
WIN 95. New 
screen savers, 
etc. And yesi 
You can imporl 
your existing 
parties. CD S35 



■BATTLEGROUND: GETTYSBURG’ Covers the crucial 
3 days of July 1st, 2nd and 3rd 1863, where the very 
future of a nation hangs in the balance. Full color re- 
enacrnenl video makes this strategy game! CDS42 



•PAX IMPERIA 2’ 
Control every 
aspect of a civiliza- 
tion on the verge of 
entering the vast 
frontier of space. 
Economics, re- 
seaich, e^ionage, 
and diplomacy are 
the tools you'll use 
to create and main- 
tain your galactic 
empire. Build a 
fleet of warships or 
establish economic 
dominion! CDS46 



A^PUUiE 


‘ENTOMBED’ will 
pit you against an 
ancient civiliza- 
tion's technology, 
their insidious 
traps and a deep 
underlying mys- 
tery of monumen- 
tal consequence. 
Armed with only 
the diary of a pre- 
vious colleague, 
you must solve 
the mystery of 
your failed prede- 
cessors. CDS29 



‘CH PROD- 
UCTS F-16 
FIGHTER 
STICK' Features 
the most realistic 
Falcon jet stick 
grip ever! When 
used in conjunc- 
tion wilh the Pro 
Throttle ail 20 
buttons become 
programmable 
for a total of 40 
functions at your 
fingertips! 3 year 
warranty! $96 


ADD Three Worlds CD $26 
Al-Qadim: Gonie's Curse$19 
Alien Legacy CD $39 
ANVIL OF DAWN CD $34 
Betrayal at Antara CD $48 
CyClonos $39 

CyClones CD $24 

Cyber Space CD $38 
CyberJudasCD $32 

Daemonsgate $19 

Dark Queen ol Krynn SI 9 
Dark Sun CD $49 

Dark Sun 2 CD $19 


INTERACTIVE 

ENTERTAINMENT 

Receive an episode of 
Interactive Entertain- 
ment CO ROM magazine 
FREE with any in stock 
software order. Offer sub- 
ject to change or cancel- 
lation without notice. 
Valid from 4/1/96 to 
5/30/96 or while supplies 
last. Quantities limited. 


SHIPPING 

Place an order for an 
out of stock software 
item and receive FREE 
overnight shipping when 
the product becomes 
available. Handling $2 
per shipment. 


DEATH KEEP W95 CD 539 

Death Knighls ol Krynn $15 
DIABLO CD $44 

Disciples of Steel CD $22 
Dragon Lore CD S19 
Dungeon Hack $19 

Dungeon Master 2 CD $38 
Elder Scrolls 2 CD 349 
Forgotten Realms CD $44 
Gateway to Savage FronlSt 6 
Halls of the Dead CD $40 
Hunters ol Ralk CD $48 
lshar3CD $33 

Kingdoms: Far Reach $40 
Knights of Xenlar $31 
Lands ol Lore $34 

Lands ol Lore CD $25 
Lands of Lore 2 CD $46 
Lord of the Bings 1 & 2 $19 
Lords ol Midnight CD $43 
Menzoberranzan CD $29 
Might & Magic T rilogy CDS 1 9 
Quest tor the Grail CD $39 
Ravenloft CD $41 

Ravenlo(t2CD $46 

Realms ot Arkania CD $46 
Rittwar Legacy CD $23 
Robinson's Requiem CDS29 
Rome $19 

Shadow Caster CD $15 
Skyrealms ol Jorune CD$33 
Star Trail CD S36 

Star Trek Dp Spce9 CDS41 
Star Trek TNG: Unity CDS46 
Stonekeep CD $50 

Spr League ot Hoboken $34 
TerracideCD $42 

Thunderscape CD $44 
ULTIMA 7 SERIES CD $15 
Ultima 8 CD w/ Speech $32 
Ultima 9: Ascension CDS52 


Uilima Trilogy 2 $19 

Ultima Uworld 1 & 2 CD $15 
Uilima Underworld 2 $19 

Ullimate Fantasy CD $19 
Unlimited Adventures $19 
Vampiro t' Masquerade $48 
WIZARDRY GOLD CD $35 
WORLD OF XEEN CD $24 


1 943: Europe Air War $49 
A-10AtlackCD $48 

A-10 TANK KILLER It 548 
A.T.F. CDW95 S48 
AH 64D LONGBOW 548 
Aces ot the Deep 2 CD $48 
Aces ol Ihe PacilicCD $25 
Across t' Desert ‘41 CD $48 
Across the Rhine CD $45 
Afterlife CD $47 

AlrCPacilic ‘42 GId CDS42 
A.C.S.: Navy Fghter CD$47 
A.C.S. Navy Fghter Exp $25 
A.C.S. Navy Fight Gold $48 
Air Warrior $24 

AIR WARRIOR 2 CD $40 
Airpower CD $35 

Apache CD S44 

Archimedean Dynasty $44 
Army Air Corps:'42 CD $48 
ASSAULT RIGS CD $38 
BTTLECRUISER 3000 $45 
Big Red Rac'gW95 CD $35 
Black Knight CD $46 
Chopper Strike CD $52 
Combat Air Patrol CD $25 
Command W95 CD $47 
Confirmed Kill CD $42 
Cyberspeed $39 

D-Day; Op'n Overlord $25 


Dark Ride CD $49 

Dawn Patrol 2 CD $42 
Dawn Ptrl:Head-lo-Head$25 
Dead End CD $44 

Death Race CD $34 

Demon Driver CD $39 
Desceni CD $37 

Descent: Levels of World$28 
DESCENT 2.0 CD $48 
DESTRUCT'N DERBY $40 
EARTHSIEGE 2 CD $48 
F-16 Fighl'g Falcon CD $44 
F-19CD $14 

FA 18 Hornet CD $54 
Falcon 3.0 $16 

Falcon 4.0 CD $52 

Falcon Gold CD $52 
Fast Attack CD $44 

Fighter Duel 2 W95 CD$39 
FIGHTER DUEL PRO $34 
Fighting Falcon CD $47 
Fleet Defender Gold CDS42 
Right Light CD $19 

Flight Sim ToolKit $16 

Flight Unlimited CD $40 

Flying Aces CD $49 

Flying Corps CD $44 

Flying Nightmares 2 CDS42 
Flying Tigers CO $42 

Fury Cubed W95 CD $39 
Great Naval Btllcs 3 CD $41 
Great Naval Bttlos 4 CD $43 
Great Naval Bttlos 5 CD $44 
GreyWolfWINCD $19 
H.A.W.C. CD $35 

Hi-Octane CD $44 

Hind Helicopter CD $46 
Indy Car Racing 2.0 CD$48 
Indy Car Compilal'n CD $25 
Interaclive Sailing CD $45 
Iron Angel CO $44 


JET FIGHTER 3 CD $47 
Jet Ski Rage CD S39 
Last Dynasty CD $48 
Ml Tank Platoon 2 CD $48 
Mag Zone CD $30 

Maximum Overkill Bndle$40 
Max Overkill Multi- Plyer $48 
Mech Commander CD $40 
MechWarrior 2 CD $46 
MechWarrior 2 Exp CD $26 
MechWarrior 2 NelMechSI 5 
MECHWARRIOR 2 CD $45 
MelalTech:B-dromeCDS21 
MetalTech:E-Siege CD $47 
MelalTech:ESiege Speh $20 
Microsoft Flight Sim 5.1 $48 
MS Fight Sim F Shop S36 
Mig 29 Gold CD S49 

Mig Alley CD S46 

Nascar Racing S39 

Nascar Rac’g Tracks CD$24 
Net Racer CD $44 

Phoenix Fighter CD $49 
Rapid Assaul! CD $28 
Raven Project CD $39 
Red Baron Tank Killer $26 
Red Ghost CD $39 

Renegade CD $21 

Renegade 2 CD $26 
Roll Cage CD $34 

SU-27 Flanker W95 CD $46 
SAIL ‘95 $39 

Savage CD $40 

Screamer CD S41 

SeaWolfCD $15 

Sensory Overload CD $42 
Shock Wave Assault CD $44 
SILENT HUNTER CD $46 
Silent Service 2 $16 

Silent Steel CD $45 

Sky Warriors CD $35 


Slipstream 5000 CD $35 
Space Academy CD $47 
Star Rangers CD $25 
SlarfighterSOOOCD $42 
Stunt Driver CD $14 

Sub War 2050 Plus CD $19 
Super Tank Commnnd'rS40 
T-MEKCD $38 

TFX EF2000 CD 545 
Tank CD $14 

Tank Ccm'nd Nelwrk CD546 
Terminal Velocity CD $34 
The Darkening CD $54 
The Need lor Speed CDS47 
Tie Figtilcr CoHoct'rs CD $47 
TOP GUN CD $45 

Tower $42 

Trophy Bass CO $48 
U-Boat 2 WIN $36 

UlIrabotsCD $15 

Urban Runner W95 CD $48 
VelleCD $14 

Virtual Karts CD $41 
WARHAWKCD 538 

Werewolf Vs. Comnncho$48 
Whiplash CD $46 

Wing Commander 3 CD$33 
W’GCOM'ND4CD 554 
W'g Com'nd Academy $15 
W'g Com’nd Armada $15 
Wing Nuts CD $34 

Wings ol Glory CD $25 
Wipe Out CD $40 

WORLD CIRCUIT 2 CDS41 
World Circuit 2 Mngr CD$41 
Wrld Circuit 2 Net CD $42 
X-Car Experiment'! Rc'gS44 
X-Wing $23 

X-Wing Collector's CD $24 
Yeager's Air Combat CD$15 
Zone Raiders CD $41 


CQW’lMPa 















call NOW to Mer 800 - 699-4263 

Cbsdts bald 4 wMks, Money Orders under $200 sane as cash. COD $8. DafecUm replaced with asaie product. Most itans shipped same day. Shipping tines may vary. Price/avaltability nay change. All sates lioai. Cali (or details. 



‘THE LAST 
BLITZKRIEG’ 

will put you in the 
heat of Hitler's 
last chance at 
victory in the 
West. Detailed 
batttes, new land 
combat system, 
operational artifi- 
cial intelligence, 
six scenarios, 
replay feature for 
reliving battles, 
network and mo- 
dem play! CD S41 



‘SILENT 
HUNTER' 
Authentic W.W.II 
film footage, cine- 
matics, and narra- 
tion throughout the 
game will give the 
player a historical 
feel of lA^iat if was 
like to command a 
submarine during 
the war in the 
Pacific. Choose a 
variety of American 
submarines used 
in W.W.II, CDS46 



'JOYSWrrCH' Now you can jump from joystick to joy- 
stick, game to game with the speed and ease of turn- 
ing a switch. No more reaching behind your computer 
to swap joystick cables on the game port. S38 


■THRUSTMAS- 
TER F-16TQS‘ 

You’ve got one of 
the best flight sim- 
ulators on the 
market and the 
software is more 
sophisticated than 
the best the mili- 
tary had just a few 
years ago, but 
you’re still using 
your keyboard to fly it? With the ‘TOS’ you'll be flying that 
bird from an F-16 Cockpit! User configurable, thumb 
trackball, fore and aft throtlfe movement, dogfight switch 
and throttle tension adjustment wheel. S108 




•HEXEN’Whteyou 
were battling the 
evil forces of D'Saril, 
the other Serpent 
Riders were busy 
sowing the seeds of 
destruction in other 
dimensions. 
Hexen'sa world lit- 
tered with the man- 
gled corpses of 
nonbelievers and 
inhabited by the 
undead followers 
that executed 
them. CD S49 



■DUNGEON KEEPER’ As an ultra evil sorcerer who 
has collected a hoard of treasure over decades of 
thievery and other mischief, you now retreat into your 
dungeon to enjoy your unjust rewards, WIN 95 CD $48 


3-Decalhlon CD 


1830: RR's & Robbers $34 





3D Table Sports CD 

$26 

Advneed Civilization CD$39 

Deadline CD 

$38 

Master ol Magic 

325 

Sim Town CD 

$33 

GAIVIE OFFER 

APBA Baseball 3 CD 

$37 

Airbux1.2CD 

S19 

Destiny CD 

$48 

Master ol Orion CD 

325 

Simisle CD 

$35 

Blood Bowl CD 

$29 

Alexander W95 CD 

$39 

Detroit CD 

$15 

MASTER OF ORION 2 342 

SimTowerWIN 

$33 

Spend the specified amount 

City Golf CD 

$39 

Allegiance CD 

$34 

Dominus CD 

$19 

Metai Lords: Inner Circle $34 

SimToworWIN CD 

$31 


Decathlon CD 

$48 

ANCIENT EMPIRES CDS44 

Dune 2 

$28 

Metal Marines Mstr Ed 

348 

Space Bucks WIN CD 

$44 


ESPN 2 Extreme Gmes $34 

Archon Ultra 

S32 

DUNGEON KEEPER 

348 

Metal Marines WIN 

S27 

Space Marines CD 

$44 

below. Request must be 

ESPN Hockey CD 

$40 

Arctic Baron CD 

$16 

Empire 2 WIN 95 

$34 

Metal Storm CD 

$48 

Space Miner CD 

$36 

made at time of order. 

EuroGoll CD 

$44 

Ares CD 

$42 

Empire 2 CD 

329 

MilleniaCD 

331 

Spaceward Hoi 4 CD 

$24 

SPEND $60 

FIFA Intrnat'l Soccer 96 $40 

ASCENDANCY CD 

$44 

Empire Builder CD 

$39 

Navy Strike CD 

341 

Star Base CD 

$42 

Airborne Ranger 5.25, 

Fairways to Heaven CD$29 

Bailie Bugs 

$37 

Empire Dlx Msir Ed. CD$22 

New Horizons CD 

334 

STAR CONTROL 3 CDS47 

Battles of Destiny 3.5, Bridge 

Frank Thomas Baseball $44 

Bailie Isle 2200 CD 

$19 

Escalation CO 

329 

Northlands CD 

339 

Star Roach CD 

$36 

Olympiad 3.5, Conquered 

Front Pago Baseball '96548 

Sallies in Time CD 

$35 

Exploration CD 

$40 

Ocean Trader CD 

344 

Syndicate Pius CD 

$15 


Front Page FB Pro '96 

$48 

Black Beard CD 

$34 

Fantasy Empires 

$19 

OfionBurger CD 

339 

Syndicate Wars CD 

$48 


Gone Fishin' CD 

$25 

Breach 3 CD 

$40 

Fantasy Fietdom CD 

$48 

Outpost W95CD 

$46 

Terminator 2 Chsswars 

$16 

Origamo 3.5, Precisian 

Hardball 5 CD 

$40 

C.E.O. CD 

543 

FANTASY GENERAL 

$43 

Outpost WIN CD 

844 

The Rogarian Agenda 

$39 

Approach 3.5, Rules of 

Hooves ol Thunder CD 

$35 

CAESAR 2 CD 

$47 

Flight Commander 2 CD $39 

Outpost 2 CD 

$49 

Theme Park CD 

$39 

Engagement 5.25, Silnnt 

Jack NIcklaus Muirfield 

$40 

Capitalism CD 

$42 

Front Lines or CD 

$39 

PAX 1MPERIA2CD 

$46 

This Means War CD 

$24 


Links Pentium CD 

$49 

Castles 2 CD 

825 

Gazillionaire WIN CD 

514 

Pirates Gold WIN CD 

$19 

Tiny Troops CO 

$44 

SPEND $100 

LINKS PRO 366 CD 

819 

Celtic Tales CO 

$34 

Genghis Khan 2 

$34 

Pizza Tycoon 

525 

Total Mayhem CD 

$42 

Conquered Kingdoms 3.5, 

MADDEN FB 96 CD 

$40 

Citizens CD 

$42 

GeUysburg:Turn'g Point $15 

Pizza Tycoon CD 

$25 

Transport Tycoon CD 

$24 


Microsoft Golf lor WIN 

$38 

Civilization 

$25 

Grandest Fleet 

$16 

Power House WIN CD 

526 

Transport Tycoon Dlx 

$42 


NBA Airborne '95 CD 

$39 

Civilization WIN CD 

$24 

Grandest Fleet CD 

$29 

Project USA CD 

$19 

Ullimalo Domain CD 

$36 

Return of the Phantom 3.5, 

NBA JAMTECD 

$44 

CIVILIZATION 2 CD 

$42 

Hammer of t' Gods CD 328 

Qin CD 

$34 

Unnatural Selection CD 

'$29 

^ellcastlng 101 5.25, Stoim 

NBA LIVE 96 CD 

S40 

Civilization (CivNet) CD $47 

HercForce WIN CD 

$48 

Railroad Tycoon CD 

$14 

Vikings CD 

$37 

Across EoropeS.2S 

NCAA Champ Bskotball$44 

Clash of Steel 

$19 

HERO MIGHT 8 MAGIC $34 

Railroad Tycoon 2 CIsc 

$24 

Virtual Corporation CD 

$46 

SPEND $160 

NCAA Football CD 

$44 

ClockWerxWIN CD 

$24 

High Seas Trader CD 

325 

Red Alert CD 

$48 

Visions of Glory CD 

$39 

Air Combat Pacific 1942 3.5, 


NFL Quarterback '96 CD$45 
NFL Super Bowl CD $39 
NHL HOCKEY '96 CD $44 
Old Time Bsball W95 CD $48 
PBA BOWLING CD $32 
PGA Tour Golf 96 CD $37 
RBI Baseball ’96 CD $40 
TNN Outd'rBass 96 CDS49 
Title Fight Pro Boxing $38 
Tom Landry Football $1 9 
Tony LaRussa Bsball 3 $33 
Troy Aikman Ftball CD $42 
Ultimate Fiball '95 CD $25 
Unneccessary Rgh '96 $42 


$19 


Colonization 
Colonization CD $19 

Colonization Gold CD $48 
Colonization WIN CD $42 
COMM'ND & CONQUER $47 
Com'nd & Conquer 2 CD$52 
Com'nd 8 Conquer Msn$22 
Complete Carriers 'War $42 
Conquer lor Windows $19 
Conquered Kingdoms 2 $38 
Conqueror A.D. 1086 $44 
CONQUEST N WORLDS46 
Corporate Colonies CD $35 
Critic's Choice CIct’n $25 


History of the World CD $42 
Incredible Machine 2 CD$39 
Into the Void CD $42 
JAGGED ALLIANCE $35 
J. A. Deadly Games CD$34 
Jutland CD $19 

Kingmaker $34 

Konquest CD $35 

Lemmings 3D CD $40 
Lemmings Chronicles $35 
Lemmings WIN CD $25 
Lords ol the Realm CD 839 
Lost Admiral 2 CD $39 
Machiavelli The Prince $19 


Reunion CD $29 

Romance 3 Kingdoms 3$39 
ROMANCE3KGDOM4 534 
Sabre Team CD $29 
Serf City: Life is Feudal $37 
SETTLERS 2 CD $44 
Shadow of the EmpeforS44 
Shattered Nations CD $46 
Sim Ant CD $40 

Sim City CD $47 

Sim City 2000 WIN $42 
Sim City 2000 W95 CD $53 
Sim City 2000 CIct'n CDS58 
Sim Classic Cllct'n WIN $44 


Circle Reader Rervire URR 


WARCRAFT2CD $46 
Wnrcrafi: Ores 8 Human $29 
WarhamtneriHorned Rat 843 
Warlords 2 819 

Warlords 2 Deluxe CD 541 
Warlords 2 Seen Editor $24 
Warlords 3 CO $42 

Wd'n Ships a Iron Men $39 
WorldsatWar $19 

Worlds ol War CD $48 
X-COM: APOCOLYPSE 842 
X-Com: Terror Ir'm Deep $39 
2 CD $48 

Zig-Zag WIN CD $29 


Alone In the Dark 3.5, Blood 
Bowl CD, Royal Flush Pinball 
CD, Sail Simulator 3.5, Simon 
the Sorceror 3.5, Star Trek 
Judgment Rites 3.5, Ultima 
Underworld 2 3.5, Walls ol 
Rome 3.5, Warlords 2 3.5 : 


SPEND $200 

Casino Gambler Kit 3.5, 
Complete UMS, Falcon 3.0 
3.5, Harpoon 2 3.5, Harpoon 
Classic CD or WIN, Jntland 
CD. Unks Pro 386 CD, Mau 
Cobra Flight Stick, Under a 
Killing Moon CD, Universal 
Keverlock 












CHIPS&BiTS 


INC. 


PO BOX 234 DEPT 10642 
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INT’L 802-767-3033 FAX 802-767-3382 
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‘THE NEED FOR 
SPEED’ Race 
your Diablo 
through the city, 
test the 

Porsche’s han- 
dling on windy 
mountain roads, 
or enjoy the 
scenery of the 
coastline. When 
you’re done 
Sunday driving, 
try your hand at 
the test and stunt 
tracks. CD $47 



'MECHWARRI- 
ER !i’ You’re 
strapped into a 
hundred ton 
machine that 
can annihilate a 
sqadfon ol F- 
15s in a heart- 
beat. From ice 
to desert to 
urban land- 
scapes. Fight 
lor survival, 
glory, honor and 
the pride of the 
clan. CD $46 



‘WOODEN SHIPS 
& IRON MEN’ 
Take command of 
the mightiest 
American, British, 
French and 
Spanish warships 
deployed during 
the American 
Revolution and 
Napoleon eras. 
Choose from 17 
historical ship to 
ship and fleet sce- 
narios or design 
your own! CD $39 



‘TIE FIGHTER: 
COLLECTORS 
EDITION’ Through 
their treachery on 
Yavin, the alliance 
of rebels and other 
criminals has 
threatened the very 
foundation ol the 
Empire. As an 
Imperial Navy 
Starlighter pilot, 
you will safeguard 
imperiled lives 
throughout the 
Galaxy. CD $47 



‘SPACE BUCKS' 
Your budding trans- 
port company has 
one ship and one 
starport, and from 
Ibis humble begin- 
ning an empire can 
be built! Landing 
rights on nearby 
planets are up for 
grabs. Be sure to 
snag the most prof- 
itable start up trade 
routes or your 3 
competitors will 
race ahead. CD $48 



‘THRUSTMAS- 
TER PRO PLAY 
GOLF’ For the 
first time, golfers 
can now play or 
practice with 
their own clubs, 
while playing 18 
holes of Links 
386 golf, or 
viewing the 
swing analyzer 
software to 
improve your 
swing right at 
home. $559 


IBM TRADITIONAL H IBM TRADITIONAL H IBM WAR GAMES ■ IBM WAR GAMES ■ IBM HINT BOOKS ■ IBM HINT BOOKS 


Any One For Cards CD $25 
Arcade Action Kit S29 
Arcade Classics CD $29 
Assault Poker CD $26 
Avatar $38 

Avery Cardoza’s CasinoS24 
Avery Cardoza’s Poker $24 
BRIDGE DELUXE 2 $43 

Bridge Master Champ’n $39 
BRIDGE OLYMPIAD S16 
Caesar’s Wrfd ol Gmbl'g $37 
Card Plyrs Paradise CD$31 
Casino Champion CD S24 



INTERACTIVE 

ENTERTAINMENT 

Receive an episode of 
Interactive Entertain- 
ment CD RDM magazine 
FREE with any in stock 
software order. Offer sub- 
ject to change or cancel- 
lation without notice. 
Valid from 4/1/96 to 
5/30/96 or while supplies 
last. Quantities limited. 


SHIPPING 

Place an order for an 
out of stock software 
Item and receive FREE 
overnight shipping when 
the product becomes 
available. Handling $2 
per shipment. 


Casino Deluxe WIN CD $24 

7th Fleet CD 

$39 

Third Reich CD 

$39 

FIFA Internal I Soccer 96 

$18 

Skyrealms ol Jorune 

$12 

Casino Gambler Kil 

S19 

Aegis:Guardian ol Fleet$l9 

Tigers on the Prowl 

$42 

Fade to Black 

$18 

Space Quest 6 

$16 

Celebrity Poker CD 

$24 

Afrika Korps CD 

$42 

V FOR VICTORY BUN 

$24 

Fleet Defender 

$16 

Star Crusader 

$16 

Chessmaster 4000 W95$33 

Aide de Camp 

$45 

Victory at Sea CD 

$42 

Frankenstein 

$16 

Star Trail 

$18 

ChessmasterSOOO WIN$44 

ALLIED GENERAL CD $43 

WW 2; 1939-1945 CD 

$40 

Full Throttle 

$16 

Star Trek TNG: Unity 

$16 

Dealer’s Choice CIctn 

$25 

AMERICAN CIVIL WAR$45 

War College CD 

$32 

Gene Wars 

$18 

Stenekeep 

$16 

Dragon Dice WIN CD 
Elements 

$44 

$18 

B-24 $15 

Bile of Chickamauga CD$42 i 

WRGME CONSTRUCT 3 $39 

Hand of Fate 

$12 

Subwar 

Tek War 

$16 







Game Wizard Pro 

$32 

Battle of the Bulge CD 

$42 

IBM HINT BOOKS 

Hell 

$16 

The Dig 

$18 

Hoyle's CIssic Gmes 

$26 

B-GHND: ARDENNES S35 



’ Heretic 

aib inunoerscapo 


Hyper 3D Pinball CD 

$34 

BGRND:GETTYSBURGS42 

7lh Guest 2:11th Hour 

$16 

Hero of Might & Magic 

$16 

Ultima 8: Pagan 

$16 

Incredible Machine 2 

$39 

B-GRND: WATERLOO $42 

AH64-D Longbow 

$18 

1 Have No Mouth 

$18 

Under A Killing Moon 

$16 

Incredible Toons 

$29 

B-GRND: SHILOH CD 

S42 

Across the Rhine 

$16 

Jagged Alliance 

$18 

Warcrafl 

SB 

Infinity Mchine Gold CC 

iS34 

Battles of Napoleon 

$15 

Advent Willie Beamish 

$10 

Jet Fighters 

$16 

Werewolf V Comanche $16 

Jeopardy CD 

$29 

Bynd Squad Loader CD$45 

Aircombat Pacific 

$16 

Journeyman Project 2 

$16 

Wing Commander 4 

$18 

Knight Moves W 95 CD 
Lexicross 

■$19 

$19 

Blue & The Grey CD 
Carriers at War 2 

$41 

$39 

Alien Legacy 

$16 

$16 

Legend ol Kyrandia 3 
Lords ol Midnight 

$12 

X-Com ea 

$16 

Aliens 




Lodoss War 1 CD 

$24 

CincPac: Midway 

$29 

Alone in the Dark 3 

$16 

Machiovelll the Prince 

$10 

IBM BUDGET 


Lodoss War 2 CD 

$24 

Civil War; 1861-64 CD 

$38 

Apache 

$18 

Magic Carpel 1 & 2 

$18 * 



Lodoss War 3 CD 

324 

Custer's Last Command$32 

Armored Fist 

$16 

Magic the Gathering 

$10 

Bailies of Oosllny 

$12 

Lodoss War 4 CD 

$24 

D-Day: America lnvados$39 

Ascendancy 

$16 

Master of Magic 

316 

Chaos Continuum CD 

$12 

MAGIC THE GATHER'GS41 

Defend the Alamo 

$19 

Bad Day on the Midway $18 

Master of Orion 

$16 

Cyber Race 

$8 

Masterpiece Mansion 

$39 

Drumbeat WIN CD 

$42 

Bioforge 

$17 

MechWarrior 2 

$16 

ESPN Sports Shorts 

S9 

Mega Maze CD 

$28 

Fields ol Glory CD 

$14 

Caeser 2 

$18 

Menzoberranzan 

$12 

Falcon 3, Scenario 1 

$12 

MONOPOLY CD WIN 

S40 

Fifth Fleet CD 

$39 

Civilization 

$16 

Monty Python’s Waste 

$12 

Fourplay 

$12 

Ms. Melaverse CD 

$32 

Gene Wars CD 

$44 

Colonization 

$16 

Noclfopolis 

$12 

Hand o( Fate 

$12 

ORIGAMO 

$19 

Harpoon Classic CD 

519 

Command & Conquer 

$16 

Outpost 2 

$18 

Power Hits: Sports 

$6 

Perfect Player Poker 

$24 

Harpoon 2 Deluxe CO 

$39 

Conquer A.D. 1086 

$16 

Perfect General 2 

$16 

Precision Approach 

S9 

Reflux Issue 1 CD 

$19 

iron Cross 2 CD 

$39 

Crusader No Remorse 

$18 

Phantasmagoria 

$16 

Rex Nebular 

$12 

Rellux issue 2 CD 

$19 

Last Blitzkrieg CD 

$41 

Cyberia 

$16 

Pool ol Radiance 

$12 

Rules of Engagement 

$6 

Shanghai CD 

$26 

Operation Crusader 

$39 

Cybermage 

$18 

Power Monger 

$12 

Seal Team 

$12 

Solitaires Journey 2 CD $35 

Over the Reich CD 

$40 

Cyclones 

$12 

Prisoner of Ice 

$16 

Shadow Sorcerer 

$9 

Tang Chi W95 CD 

$25 

PTO 2 CD 

$34 

Dark Forces Players 

$16 

Privateer 

$14 

Star Legions 

$10 

USCF Chess CD 

$40 

Panthers in t' Shadows 

$42 

Dark Sun 2 

$12 

Ravenlolt 2 

$12 

Super Arcade Games 

$9 

Universal Neverlock 

$19 

Panzer General 2 CD 

$42 

Day of the Tentacle 

$12 

Rolonlless with CD 

$19 

Tales Magic: Prophecy 

39 

Vegas Games W95 CD $24 

Perfect General 2 CD 

$36 

Descent 2.0 

318 

Return to Zork: NemisisSIB 

Tom 8 Jerry 

$9 

Video Gme Solut’n 2 CD $16 

Return to Falklands 

$28 

Discworld 

$16 

Ridwar Legacy 

$16 

VVictory Market Garden$12 

Virtual Chess CO 

$36 

Sid Meir’s Civil War CD $58 

Doom 2 Survival Guide 

$12 

Romance 3 Kingdoms 4S16 

VVictory Velikye Luki 

$12 

Virtual Pool CD 

$40 

Stalingrad or CD 

$39 

Dragon Lore 

$16 

Sim City 2000 Guide 

$16 

VVictory Utah Beach 

612 

Virtual Vegas 2 CD 

$24 

STEEL PANTHERS CDS39 

Dungeon Master 2 

$16 

Sim Earth 

S16 

War on the Lance 

$9 

Wheel ol Fortune CD 

$31 

Task Force 1942 

$16 

Earthsiege 2 

$18 

SimTower 

$16 

Warlords 

S6 













Call NOW to Order 800-600-4963 

SOURCE 10642 WW WWW ^JbwW 

CliBcks hsld 4 weeks. Money Orders under S20Q same as cash. COO S8. Oeleclives replaced with ssme product. Most Hems shipped same day. Shipping times may vary. Price/avallablllty may change. All sales Onal. Call for details. 



■FAST 
ATTACK' In 
high tech sub- 
marine war- 
fare, there are 
no problems. 
Only solutions'. 
Standing at the 
helm of a Los 
Angeles class 
6681 nuclear 
powerd attack 
sub, you sur- 
vey the best 
the navy has to 
offer. CD S44 



‘HEROES OF 
MIGHT AND 
MAGIC You must 
conquer the world 
through the strate- 
gic use of resource 
management 
and battle savvy. 
Features up to 
three customiz- 
able computer 
controlled warlords, 
stunning super 
VGA graphics, and 
dynamic sound. 
WIN 95 CD S34 


'WARLORDS 2 
DELUXE' is the 
ultimate 
fantasy/strategy 
game. It features 
brilliant SVGA 
graphics, superb 
sound and 60 cre- 
ated worlds to fight 
over as well as an 
infinite number of 
random worlds 
plus a scenario 
builder that lets you 
create your own 
worlds' CDS41 


‘CH PRODUCTS 
PRO THROTTLE’ 
You can easily 
master the skies 
with this authentic 
left-handed throt- 
tle, modeled after 
the throttle found 
in the F-16 jet. 
Featuring 20 pro- 
grammable func- 
tions, Pro Throttle 
has 4 four-way switdies and 4 push buttons, to give you 
access to a full range of combat features. In addition the 
throttle’s forward and backward slide motion provides 
accurate engine control. Three yearwarrenty! S94 






■RIPPER' Jack's 
back. In 2060, a 
vicious serial 
killer stalks the 
mean streets of 
NY, eviscerating 
his victims and 
vanishing with- 
out a a trace. 
The police are 
baffled, the city 
paralyzed with 
fear. Only you as 
crime reporter 
can crack the 
case. CD S48 


'TOTAL MAYHEM' Man is a slave race on a planet 
run entirely by machines. A small group of Cyborg 
Ireedtam fighters wage a liberation war against the 
machines that hold society in a death grip. CD S42 


S Foot Ten Pack 3 CD S29 

Dynamix Bundle 1 S9 

Space Quest Anthology $48 

Sony Playstation, Core S31 9 

Saturn System Coro ; 

S319 

ACES COLLECT'N CD S48 

EA Arts Top Ten Pk CDS32 

Star Control (1&2) CD 

$19 

ASCII Fighter Slick 

$44 

7lh Guest 2: 1 1th Hour 

$52 

Aces over Europe. Aces 

Chuck Yagers Combat, 

Strike Cmnder/PrivaleDrS43 

PSX Memory Card 

$24 

Alien Trilogy 

$52 

over Pacilic. Red Baron, 

PCA Tour Golf 

THE ARCHIVES CD 

$27 

30 Baseball '95 

$54 

BrainDead 13 

$52 

Tank Killer, A-10 Tnk Killer 

Ullabois, Financial 

Ultimate Family Games $24 

7lh Guest 2: lllh Hour 

$52 

Casper 

$47 

AirCombat-Classics S19 

Workshop, Wing Com 2, 

Subscription CD-Rom 


Alien Trilogy 

$52 

Descents 

$52 

LucasArls Combat Collect, 

Kasparov's Gambit, 

Today, 2 CD's ($15 Value) 

Assault Rigs 

$52 

Dragons Lair 2 

$52 

Battle Hawks 1942, Secret 

Ultima 7, Seal Team, 

ULTIMATE GAMES 

$29 

Basketball 

$52 

Dungeos & Dragons 

$52 

Weapons ol the Luftwaffe, 

Indianapolis 500, 

Ultima 1 -6, Space VR CIsc, 

Boxing 96 

$52 

Frank Thomas 8aseballS52 

Thier Finest Hour 

Grand Slam Bndge2 

Jet Fghlr 2.Quantum Gale. 

Castlevania 

$44 

High Velocity 

$52 

Atari 2600 Action Pk ea S25 

EA Top Ten Pack 2 CD S29 

Space Warlock, Spear 

Chronicles ol the Sword $52 

Hyper 3-D Pinball 

$52 

Boxing, Fidhing Derby, 

PGA Tour Goll, Indy 500, 

Destiny, 2 CD's (SISVal), 

Dark Stalkers 

$52 

Impact Racing 

$52 

HERO, Seaquest, Chopper 

Hero’s ol 357lh, Shadow- 

PC Gamer Subscription 

Death Crusader 

$54 

Kingdom O' Magic 

$54 

Command. Freeway, Sky 

caster, Kasparov’s Gambit, 

War at Sea Collcl'nCD $18 

Oeslrucllon Derby 

$54 

MLBPA Baseball 

$48 

Jinks, Cosmic Commuter, 

Starflight 2,7 Cities ol Gold, 

W'g Cmmnder 1 S 2 0x832 

Dungeons & Dragons 

$52 

Magic Knight Hyeadh 

$52 

Kadoom, Frostbite, Pitfall, 

Grand Slam Bridge, Jordan 

Zool Bundle (1&2) CD 

$19 

Fade to Black 

$52 

Mystery Mansion 

$54 

Spider Fighter, Crankpols, 

In Flight, W'g Cmmndr Dlx 



Frank Thomas Baseball $52 

Mysleria; Realm of LoreSOS 

Gramd Prix. River Raid 

Gangster Bundle CD $23 

■ 3DO 

1 

Front Page FB or Bsball$5B 

NFL Full Contact Ftball $44 

Attack Stack CD S28 

Indy Car Racing Pk CD $25 



Hardball 5 

$52 

NFL Quadertwk Club 9€ 

;$52 

Journey Project Turbo, 

15 Tracks (7 New Tracks) 

3DO System 

$299 

Legacy ol Kain 

$54 

PT0 2 

$52 

Novastorn, Doom 1, 

Jungle & Desert Strike $34 

7lh Guest 2: nth Hour $52 

Loaded 

$52 

Primal Rage 

$52 

Chaos Continuum, Spectre 

King’s Quest Anthology S54 

BralnDead 13 

$49 

Mysl 

$52 

Prime Time NFL FB 96 

$59 

VR, Lemmings Chron, St 

Lost Treasure Inlocom 2$25 

Captain Quazar 

$54 

PO'ed 

$50 

Shell Shock 

$52 

Fighter 2, Crystal Caliburn 

Border Zone, Mind Forever 

Carrier: Forircss at Sea $52 

Philosoma 

$52 

Street Fighter: Alpha 

$52 

AWARD WIN'G WAR S38 

Voyageing, Plundered 

Casper 

$47 

Power Spods Soccer 

$52 

Supreme Warrior 

$52 

Carrier Strike, Grigsby's 

Heads, Bureaucacy, Cut- 

Creature Shock 

$44 

Revolution X 

$52 

Three Didy Dwarves 

$54 

Pacilic War, Clash ol Steel, 

throats, Hollywood Hi-Jinx, 

Cyberia 

$44 

Road Rash 

$54 

Top Gun: Fire at Will! 

$54 

Grigsby War in Russia 

SeastalKer, 

Death Keep 

848 

Romanco 3 Kingdoms • 

4$4g 

VR Baseball 

$56 

DEFINITIVE WARGAMES2a 

Sherlock(jewls), 

DefCon 5 

$49 

Sim City 2000 

$49 

WWF Arcade 

$52 

Decisive Btls of ACW 1 -3, 

Wishbringer, Nord & Bert 

Doom 

$54 

Slayer 

$52 

Werewoll: Apocalypse 

$66 

Gold of America, Conquest 

LUCAS CLASSIC ADV $19 

Dragons Lair 2 

$52 

Spot Goes Hollywood 

$54 



of Japan, DDay Batllelronl, 

Masterpiece Collection $26 

Foes of Ali 

$52 

Slreet Fighter: Alpha 

$52 

■ CDI 


Global Domination, When 

PGA GolfAYorld Tennis $19 

Loadstar 

$52 

Tekken 

$47 



2 Worlds War, Reach for r 

Police Quest Anthology $48 

Modal Kombat 3 

$59 

Transpod Tycoon 

$52 

Axis & Allies 

$44 

Stars. Biles of Napoleon & 

Populous 2/PwrmongGr $15 

NHL Hockey 96 

$52 

Twisted Metal 

$54 

Burn Cycle 

$46 

26 Scenarios, Sward of 

Power HitsiBllletech CDS19 

Quarterback Attack 

$54 

WarHawk: Red MorcuryS54 

Choes Control 

$39 

Aragon, Warlords.Wrgame 

Btech 1&2, MechWarrior 

Return to Zork 

$47 

Warhammer Fantasy 

$52 

Croature Shock 

$44 

Construct Set 2 S 40 Sen 

SSI's Fantasy Fest CD $39 

Rock & Roll Racing 

$48 

Wing Commanders 

$52 

Crime Palrol 

$44 

Comedy Collection CO $19 

Slalongrad. Fantasy 

Star Fighter 

$44 

Wipoput 

$52 

Dolender of the Crown 

$34 

Bally Hoo, Bureaucracy, 

Empires, Dungeon Hack, 

Wing Commander 4 

$56 

X COM: UFO Defence 

$52 

Kingdom: Far Reaches 

$39 

Hollywood, Nord & Burt 

Ultimate Adventures 

Wing Nuts 

$44 

X Mem: Childr'n of Atom $54 

Star Trek Generations 

$26 


FREE 

GAME OFFER 

Speail Die specified amoiut 
on my In stock software and 
choosB a free IBM game 
from the corresponding list 
below. Request must be 
made at time of order. 

SPEND $60 
Airborne Ranger 5.25, 
Battles of Destiny 3.5, Bridge 
Olympiad 3.5, Conquered 
Kingdoms Seen 1 3.5, ESPN 
Sports Shorts CO, F-15 Strike 
Eagle 2 3.5, Gunship 5.25, 
Origamo 3.5, Precision 
Approach 3.;5, Rules of 
Engagement 5.25, Silent 
Service 2 3.5 

SPEND $100 
Conquered Kingdoms 3.5, 
Flight Sim Toolkit 3.5, 
Macarthurs War 3.5, 
Megatraveller Zhodanl 5.25, 
Return of the Phantom 3.5, 
Spellcasting 101 5.25, Storm 
Across Europe 5.25 
SPEND $160 
Air Combat Pacific 1942 3.5, 
Alena in the Dark 3.5, Blond 
Bowl CO, Royal Flush Pinball 
CD, Sail Simulator 3.5, Simon 
the Sorceror 3.5, Star Trek 
Judgment Rites 3.5, Ultima 
Underworld 2 3.5, Walls of 
Rome 3.5, Warlords 2 3.5 
SPEND $200 
Casino Gambler Kit 3.5, 
Complete UMS, Falcon 3.0 
3.5, Harpoon 2 3.5, Harpoon 
Classic CO or WIN, Jutland 
CD, Links Pro 386 CD, Maxi 
Cobra Flight Stick, Under a 
Killing Moon CD, Universal 
Neverlock 










CHIPS&BITS 


MC. 


PO BOX 234 DEPT 10644 
ROCHESTER, VT 05767 
INT’L 802-767-3033 FAX 802-767-3382 





‘AD&D THE 
FACTOL'S 
MANIFESTO’ 
Designed for 
players and 
Dungeon 
Masters alike, 
a coven look 
at Sign's 15 
factions • the 
bands whose 
philosophies 
shape the 
multiverse. 
Secret histo- 
ries, current 
plans and 
raging con- 
flicts. $16 



‘Vi AGAINST 
ROME’ The 
Roman 
Empire was 
for many hun-. 
dreds of 
years virtually 
synonymous 
with civiliza- 
tion. the won- 
der of the 
ancient world. 
Yet at every 
stage, from 
birth to its 
decline, it 
faced a series 
of cha- 
llenges. S27 


BOARD GAMES H BOARD GAMES 


ANCIENT 

•1 B,ittleol ino Ancient WofU S2t 
Alexander at Tyre SIS 

Alexander's Generals $33 

Ancients $35 

Barbarians $33 

Battles ol Alexander S33 

Batllles ol Alexander Module S15 
Imper.itor SSI 

Peloponnesian War S29 

SPQR: Battles ol Rome $33 

SPQR Modules: 

Africanus $13 

Consul lor Rome $13 

Pyrric Victory $13 

War Elephant $16 

Siege of Jerusalem $27 

VI Against Rome $27 

AMERICAN REVOLUTION 
1776 $22 

Rebels & Redcoals ea $25 

W8rol1612 $22 

CIVIL WAR 

1863: American Civil War $28 

186-l:YearolDooision $29 

3 Days ol Gollysburg $49 

Across Fivs Aprils 2 $25 

Anlietam Campaign $25 

April's Harvest $24 

Army ol the Hearlland $36 

Bloody Roads Soulh $27 

Blue & Gray $25 

Bob LeerAmerc'n Civil War $37 
Brother Against Brother $33 

Civil War $19 

Civil War Classics $23 

Damn the Torpedoes S21 

Gettysburg $15 

Gtory $30 

Hallowed Ground $42 

Lee Takes Command $22 

Longslreoi's Assault $25 

Marching through Georgia 521 

Mississipi Fortress $22 

No Belter Place To Die $24 

Perryvillo $18 

Raid Oh Richmond S2I 

Roads to Gettysburg $24 

Sam Grant $42 

Stonewall Jackson's Way $27 

Slonowall in the Valley $29 

The War lor tho Union $32 

Thunder at the Crossroads $27 

War of the Robellion $26 


MEDIEVAL 

Age ol Chivalry $25 

Age ol Chivalry 2 $27 

Cressbows 8 Canons 2 $33 

Ironsides $26 

The Crusades II $26 

MODERN 

3nd Fleet $24 

6th Fleet $23 

7th Fleol $27 

Across the Suez $13 

Aegean Strike $19 

Attack Sub 519 

Back to Iraq $18 

Battlolield Europe $22 

Central America $23 

Crisis: KorM 1995 $29 

Crisis: Sinai 1973 530 

Flashpoint: Golan 529 

Flight Leader $21 

Gull Strike $29 

Gull Strike Modules: 

Desert Shield Kil l $8 

Harpoon, Naval Review $14 

Harpoon, SouthAllantio $10 

Harpoon, Trouble Water $9 

IDF $29 

Light Division $24 

Main Baltle Tank $24 

Mid-East Peace $16 

Modem Navul Buttles $16 

Modern Naval Battles 2 $19 

Modern Naval Bailies 3 SID 

Nato $16 

Phantom Loador $25 

Phase Lino Smash $25 

Sinai From $30 

Stand 8 Die $50 

TadAii $19 

Team Yankee $20 

The Speed of Heat $36 

Thnderholt & Apacha Leadar $27 
Up Front Modulo $12 

FANTASY 

Baltle Masters $42 

Dragon Dice $9 

Drogon Dice Sets ea $5 

Dragon Lords $29 

Dragon Masters $42 

Dragon Quest $19 

Dragon Strike $33 

Dragonhunt $19 

Oiingaon $16 




FANTASY 

ElfOuesI, 2nd Edition $20 
Iron Dragon $25 

Leviathan $16 

Magic Realm $23 

Man O' War $42 

Mnn O' War Expansion $29 

Mertwig's M.hzcCamo $10 

Talisman, 3rd Edition $44 

Talisman Accessories 
Clly ol Adventure $29 

Dragon's Tower $25 

Durgoon of Doom $25 

The Hobbil Advenluro $29 

Titan $23 

Wartiammer Fantasy $48 

Warhnmmcr Fantasy Accessory 
Armies e.i $16 

Cards oa $5 

Aicanc Magic $25 

Baltle Magic $28 

Conquest 520 

Warhammof Quest $47 

Waihammer Ouost Accossones: 
Blank Event $4 

Catacombs ol Tenor $29 

ChaosWarrior $13 

Ell Ranger $13 

Imperial Noble $13 

Lair ol the Oic Lords $29 

PilFighlor $13 

Treasure C.nrds 1-3 ea $8 

Troll Slayer $13 

Warrior Priest $13 

Wizard's Ouost $17 

X.hnili $21 

NAPOLEONIC 

Austoitilz $30 

Battle lor Dresden: 1813 $25 

Battles (or Empires $32 

Battles Empires Scenario $25 

Battles of Walorloo $33 

Eagles ol Empire ea $20 

Emperors of Europe $33 

Empires at War $24 

Empifosih Aims $27 

From Valmy to Waterloo $30 

L'Armod du Nord $33 

Napolodii al Austorlitz $20 

Napoleon at Leipzig $30 

Napoleon on tho Danube $19 

N.hpoloon's Bailies $23 

Napoluoii's Balllos 2 $14 

Napoleon Battles Exp Kit $12 

Nnpoloon Italian Cnmpgn $22 


NAPOLEONIC 

Proussihch-Eylau $30 

doAlbuoia-Espagnol $30 

doEspagnol Talavera $.10 

deauistaodi $30 

do Corunna-Espagnol $36 

deUgny $39 

do Mont St Jean $33 

do Mont St Joan Deluxe $62 

doQuaircBias $31 

deWavre $25 

duNord: Belgium 1815 $33 


Napoleon Leipzig Campaign $25 

Napoleon Peninsula Canipgn$22 
Napotoon Russian Campgn $22 

Napoleon Wars Exp Sal oa S1 1 
Napcleon /Waterloo Campgn $30 
Napoleons Lalor Balllos $25 

Tho Emperor Rolurns 528 

The Napoleonic Wars $31 

War & Peace $23 

WatiothoDoalh S2l 

Wellington's Victory $16 

Woodon Ships and Iron Mon $19 

STRATEGY 

Advanced Civilization $25 

Blackbeard $27 

Biitannia $19 

Civilizalion $29 

Civilizalion Modulo Expansion SB 
Colonial Diplomacy $42 

Coup $12 

Deluxe Dlplomsey $42 

Diplomacy S'9 

Enumy in Sight $12 

Feudal $19 

Florida $25 

Guerilla $19 

Hislory ol Iho World $27 

Kingmaker $19 

Kremlin $16 

Kremlin Modulo $8 

Lords ol tho Sioira Mntlro $34 

Maohiovelli $29 

Maharaja $23 

Malerial World $32 

Now World $19 

P.nx Bntannicp $16 

Ropubtlc ol Romo $29 

Risk $27 

Neutral Zone $13 

The Now Acquire $25 

Tourriornoht Terraco $29 

Supremacy, 3rd Edition $42 



■EARTHDAWN 

BARSAIVE' 

Explore a land 
that encom- 
passes the high 
mountain 
realms of sav- 
age troil raiders, 
lush green jun- 
gles that hide 
long forgotten 
cities, vast 
plains filled with 
strange and 
deadly beasts, 
and Ihe life giv- 
ing waters of 
the irtghty Ser- 
pent River. S19 





DECK’ is the 
first in the 
DECKMAS- 
TER series of 
collectable 
trading card 
games. 
Featuring 
more than 
300 different 
cards. 60 in 
each deck, 
this is a fanta- 
sy game of 
epic propor- 
tions. S7.95 


BOARD GAMES 


STRATEGY 

Supremacy Accossohos: 
Mcga-M.'inu,nl S25 

Mega-Mop $25 

RoaourcoDcck2 $13 

Revised Rules, 1992 SS 

Supremacy Supplcmonls: 

Boomer Subs $19 

Colonial Legions $25 

Fonuna $17 

High Toch Edge oa $17 

Main Bailie Tanks $21 

Noutron Bombs $19 

Uhconvent'nal Forces $17 

Warlords X Piiatos $25 

WolhoPoopIO $29 

Wo Iho People Cards SS 

WAR GENERAL 
Alamo $15 

Battles ot Iho Korean War $33 
Frozen Chosin $25 

Goronimo $32 

The '45 $25 

Tho Kings Wat $30 

Thirty Yeats War Quad $27 

Zomdorl $36 

WORLD WAR 1 

Aces High ihs Amoncan Aco $24 
Aces ol Acos Poworhouso $19 
Ironclads $32 

Liihdships $27 

March to Viclory $40 

SMSGotlbCh $32 

Trcnchloot $16 

World War One $11 

WORLD WAR 2 

1944: Second Front $32 

Advanced Squad Leeder $38 
AlriknKotps $12 

Air Bridge to Victory $10 

Ardonnos: Salerno $31 

Axis a Allies $33 

Axis 8 Allies Accossorlos: 

PIsnIic Mirios $25 

WW2 Expansion e.h S14-$37 
Max's Advancod Rulu $10 

Middle EasiCombal $16 

World nl War Deluxe $15 

W at War Color Map $12 

Wat War 2nd Edition $38 

B-17 $18 

Biirb.arosso $25 


BOARD GAMES 


WORLD WAR 2 

Baltic Over Biitian $21 

Batlioot Iho Bulge Sl6 

Borodino '41 $25 

Breakout. Normandy $23 

Britlnn Stands Alone $25 

Campaign lo Stalingrad $29 

Cartier War $25 

Europe at War, 2nd Edition $42 
Fire in the East $58 

Franco 1944 $12 

G.0.'40: Balllo lor Slonro $30 

Hiller's War $15 

Invasion: Normandy $30 

Lost Blitzkrieg $25 

Legends Begins Alnka Korps $25 
Lulhvallo $23 

Main Ballto Area $25 

Moscow 1941 $16 

Mustangs $19 

Omaha $38 

Over Ihe Roich $30 

Panzer Leader $23 

PohzorPlitz $19 

Paiizorblilz 2 $25 

Panzers East $29 

Raid ol St Nazuito $19 

Rise of the LuftwaHe S2l 

Road lo Berlin $53 

Rommel In Ihe Desert $30 

Hun SilonI Ron Doop $28 

Storm Over Arnhotm $12 

Tho Longest Day $62 

Thunder ol Cassino $19 

Turning Piont Sl.hlingi.nd $19 

Victoly In Europe $16 

Victory in Normandy $13 

Viclory In Iho WosI $29 

W.hralSoa $12 

W.nr in Iho Dosed $65 

WosI Front 544 

World In Flames $49 

World War 2: Pacific Theater $33 


CARD GAMES 


Slartor /Booster 
Legend ol tho Five Rings $7 
Msglc Ihe Oalherlng$7.3S/$1.60 
Middle Earth S3/$0 

Mid Eanh: Ttia Wizards SB/S2 
Mylhos $7^2 

Overpower Booslor S9/$3 

Quest lor (ha Grail $7 

Rags $8/S3 

Wyvsrn $67$2 















Call NOW to^rdej 800 - 699-4263 

Checks held 4 weeks. Money Ciders under $200 same as cash. COD $0. DelecUves replaced wllh same product. Most Items shipped same day. Shipping times may vary. Price/availabllity may change. Ail sales linal. Call (or details. 




‘WARHAMMER QUESF You take the part of heroic 
wam'ors as they explore the caves and tunnels van- 
quishing terrifying monsters and avoiding deadiy 
traps in their quest tor treasure and giory. $47 


RPG: FANTASY H RPG: FANTASY 


AD&D 2ND EDITION RULES 
Dungeon Masters Guide S1S 

Monstrous Manual $19 

Players Handbook Revised SIB 

Accessories 

Arms 8 Equipment Guide $1S 

Art ol the AD&D Game $14 

Casllo Sites $11 

Castles 3-D Sot $19 

Castles Guide $12 

Character Record Sheols $9 

DM's Screen S6 

Deck olPsionlc Powers $13 

Dungeon Master Rulobook $16 

Encyclopedia MagicaA $18 

Magic Encyclopedia 2 $10 

Monster Mythology Guide $12 

Shaman $11 

TomoolMagic $17 

Treasure Maps $11 

Players Accessories 
Complete Handbooks ea $15 

Complete Spaceiarer $13 

RulebktCombal S Tactics $16 

Rulebook: SklllsA Powers $16 

Thiel’s Players Pack $16 

Thiel’s Screen $6 

Wizard’s Players Pack $16 

Wizard's Screen S6 

Adventures 

Cleric’s Challenge 2 $6 

Inside Ravens Blull $8 

Labynnlh o( Madness $9 

Night Below $26 

The Murky Deep $6 

Thiel's Challenge 2 $7 

Birthright 

Ariya Domain Sourcebook $7 

Blood Enemies $15 

Cllles ol the Sun $15 

McdoGte Domain Sourcebook $7 
Taline Domain Sourcebook $6 

Boxed Sets 

Council olWyrms $19 

Dragon Mountain Deluxe $22 

Dark Sun 

Clly by the Sill Sea $19 

Complete Gladiator S13 

Dark Sun Campaign Soiling $17 

Dragon Kings Hardbound $16 

DuneTrader $10 

Ivory Triangle Campgn Exp $16 

SlaveTribes $10 

Valley ol Dusts Fire $10 

Veiled Alliance $10 

Will and Ihe Way $12 


FR Adventures 

Anauroch $10 

Blood Charge $8 

Book of Lairs $12 

Dwarves Deep $8 

QreatGlacier $10 

Honln Challenge $9 

Ruins ol Zhenlll Keep $16 
Secret of Spiderhaunt $6 
The Black Courser $8 

The Doom of Daggerdale $6 
The Rolum ol Randal Morn $6 
The Sword of Ihe Dales $6 
Waterdeep $7 

FR Accessories 
Elminsler’s Ecologies 2 $9 

Glanlcralt $13 

Pages from the Mages $13 
Wizards & Rogues $13 

FR Boxed Sets 

City of Splendors $19 

Elminsler’s Ecologies $19 
Forgotlen Realms Campaign $22 
Great Khan Game $11 

Menzoberranzan $22 

Ruins ol Myth Drsnnor $16 
Ruins ol Undeimountain $16 
Ruins ol Undermountaln 2 $19 
Spellbound In the Realms $19 
FR Sourcebooks 
Drow ol the Underdark $13 
Guide to the Forgotten Realm $13 
Volo’e Guide to Cormyr $11 
Volo’s Guido 10 Waterdeep $9 
Volo’s Guide 10 the North $9 
Monstrous Compendium 
Compendium Annual 1994 $15 

Dark Sun $11 

Greyhawk Creatures $9 

Monstrous Compndium '95 $15 
Planescape 

Campaign Setting $25 

Pianos of Chaos Boxed Sol $22 
Planes of ConllicI $25 

Ravenlofi 

Nightmare Lands $16 

Ravenlofi Boxed Set $15 

Ravenloll Cmpalgn Setting $25 
Rvnlolt Set'g: Forbidden LoroSl6 
The Gothic Earth Gazetteer $16 
SPELLJAMMER 
Astromundi Cluster $16 

Leg'ndof Spelljammer Bxed $16 
War Captain’s Compendium $16 
Spelljammer Boxed Sets 
War Captain’s Compendium $17 



‘HITLER’S 
WAR’ exam- 
ines the war 
in Europe at 
several levels. 
Learn in easy 
steps, layered 
Instructions 
let you gel 
into play 
quickly. 
Choose from 
three scenar- 
ios: Operation 
Barbarossa, 
The fall of 
Germany and 
War for 
Europe. S15 



‘AD&D BIRTH- 
RIGHT: CITIES 
OF THE SUN’ 
Ever since 
throwing off the 
yoke of 
Anulrean rule, 
the Sun Coast 
of Cerikla has 
been the land of 
piomise for bold 
adventurers. 
Here, the sea 
means life, and 




r/ II leans iiie, ariu 
f the working of 
true magic is 
the most honor- 
able profession 
ofalL S15 


RPG: FANTASY H RPG: FANTASY 




$14 

$13 


Transparant Sat Assorted $5 

Twinkle Sal Asaoiled $6 

GURPS 

Bestiary $14 

Ciiflhangers $11 

Fantasy, 2nd Edition $15 

GURPS Rulebook, 3rd Ed $16 

High-Tech, 2nd Edilion $14 

Marilal Arts, Reprint 
Martial Arts Adventures 
Psion ics 
Supporting Cast 
Ultra-Tech, 2nd Edilion 
Vehicles 

GURPS Fantasy 

Conan 

Fantasy Game Master Pack 
Grimoire, Reprint 
Magic, 2nd Editiorr 

PENDRAGON 
Beyond Wall ol Pendragon 
Knights Adventurous 
Pagan Shores 
Pendragon, 4th Edilion 
Perilous Forest 

RIFTS 

Conversion Book 1 or 2 ea 
Dimension Book 2 
Juicer Up Rising 
Rills 

Sourcebook 1 or 3 ea 


Rolomaslor, 2nd Edilion 


MERP2 

MERP2: Softcovor Edilion $16 

Palanlir OuesI $15 

Valar8Maiar $13 

RUNEQUEST 

Haunted Ruins $10 

LordsofTerror $12 

River ol Cradles $17 

RuneOuesI, 4lh Edilion $19 

Runequesl Deluxe Book $19 

SKYREALMS OF JORUNE 
Innocents of Gauss $10 

Joruno Frein Ramian Module $10 
Scholeri Pack $13 

Skyreelms olJorune, 3 Ed $16 

Sobayid Allas $15 

Tile dire ol Sillipus $12 

WARHAMMER FANTASY 
Apocrypha Nowl $11 

Enemy Within 1 $11 

EnemyWilhin2 $13 

WaiYiammcr Fantasy, 2 Ed $19 


RPG: HORROR 


CALLOFCTHULKli 

I990’s Handbook $11 

Arkham Unveiled $16 

Cairo Guidebook $10 

Dire Documents $7 

Encyclopedia Cthulhiana $9 

Keeper's Compendium $1 1 

London Guidebook $10 

Sacraments ol Evil $14 

Strange Aeons $11 

Ye Bookol Monsiros $10 

Call of Cthulhu Adventures 
Dark Designs $14 

Dreamlands, 2nd Edition $13 

Fatal Exporlmenis $14 

Horror on I' Orient Express $29 
CHANGELING 

Changeling $19 

CHILL 

Chill, Hardbound $19 

Companion $15 

GURPS HORROR 
Horror $14 

Warawolf: The Apocalypse $16 
MAGE 

Book ol Madnoss $13 

Book ol Shadows $15 

Mage, 2nd Edition $19 

Storyleller's Screen $8 

NEPHILIM 

Nophlllm $18 
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RAPTURE 

Oracle Screen $9 

Rapture $19 

VAMPIRE 

Sloryteller’s Handbook $15 

Storyleller’s Screen $10 

Vampire, Znd Edition $19 

Vampiro Players Guide $18 

Vampire Adventure 
Blood Nativlly $5 

Dirty Secrets of Black HendS13 
eiysium: The Elder War $13 

Hunters Hunted $10 

Unholy Allies $6 

Vampire Sourcebook 
Chicago By Night $15 

Clan Book: Brujah $10 

Clan Book: Venituo $10 

WEREWOLF 

GM Screen $10 

Under a Blood Red Moon $10 

Werewolf, 2nd Edition $19 

Werewolf Sourcebooks 
BookoflheWyrm $13 

Ceerns: Places ol Power $13 

Dark Alliance Vancouver $13 

Monkey Wrench: Pantox $10 

Player’s Guide to Werewolf $15 
Rage Across Ihe Amazon $13 

WRAITH 

Player's Guide $10 

Sloryteller’s Screen $10 

Wraith $19 


RPG: SCIENCE FICTION 


CYBERPUNK 2020 
Cybergeneration $15 

Cyberpunk 2020 $16 

Cybersheels $6 

Data Screen $10 

Liston Up You Screwheads $10 

Northwest Passage $9 

Cyberpunk 2020 Sourcebook 
A Rough Guido to the UK $12 

Chromobook 3 $13 

Deep Space $12 

EuroSourcebook $10 

Hardwired $12 

Nights Edge $13 

Pacific Rim $12 

Wildside: Guide to the Street $12 

EARTHDAWN 

Barsaivo Campaign Set $19 

Earthdawn $23 


GURPS SCI-FI 

Allens $14 

Cyberpunk $14 

Cyberwoftd $14 

For love ol Mother-Not $8 

Lensmen $14 

Robols $14 

Tima Travel $14 

War Against the Chlorr $14 

HEAVY GEAR 

Game Master Starter Kit $24 

Heavy Gear $19 

Technical Manual $15 

Terra Nova Sourcebook $19 

MACROSS2 

MacroBB 2 $11 

Sourcebook 1 S9 

Spacecraft 8 Deck Plans ea S9 

MECHWARRIOR 
Living Legends $10 

Mochwarrlor, 2nd Edition $13 

Mechwarrior Companion $12 

ROBOTECH 

Invid Invasion $11 

Mecha ol Southern Cross $7 

RDF Acceleraled Training $7 

RDF Manual $7 

REFFIold Guide $13 

Roboloch S11 

Sonlinols $14 

The Zentaedi $7 

Zentraedi Breakout $9 

SPACE 1869 

Caravans ot Mars $6 

Cloudsliips 8 Gunboats $10 

Ironclads 8 Ether Flyers S9 

Space 1669 Rules $20 

STAR WARS 

Olherspace 2 Adventure $10 

Star Wars Hardcover $19 

Star Wars Sourcebook $16 

Strike Force: Shintipole ' $10 

Star Wars Sourcebooks 
Dark Empires Sourcebook $19 

Dark Force Rising $15 

Gamemasler Handbook S15 

Imperial Sourcebook $18 

The Jodi Sourcebook $19 

Star Wars Supplements 
Fantastic Technology $13 

Gamemaster's Screen $10 

TRAVELLER; TNE 
Battle Rider $25 

Deluxe Traveller: TNE $34 

Referee Screen $8 

Traveller: ITie New Era $22 
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Catch us on the Web; 
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Minimum Requirements: 0/S - DOS 5,0, Ram - 4MB, Video - VGA, 

CD-ROM - 2x, Hard Disk • SMB, Sound • Sound Blaster & MIDI, Input - Mouse 
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LOYD CASE • TtCHMOLOGY 



Windows 95 


Is Windows 95 A Killer Game Platform Or Isn 't It?, ^ C 


D 


OS is 
ciciid, 0 


so says 
Microsoft, 
lb find 
out, IS'c 
been pla\-- 
ing some 
of tlic first 
native 

Windows 95 games like Ml'.CI iWAiOtiOit 2 
from Actisision and Mindscape’s 
W'Altit/VMMKIl: Si 1\1X)\\' OI"n IK ilOKNKD 
Rvr. I've also been following the discus- 
sion of these games on CoinpnScrx c and 
the Internet PC games newsgroii[)s to see 
how' gaming under Win 95 compares to 
gaming under DOS. 

I want to share some of Ihe tilings I've 
learned about Windows 95 game perfor- 
mance, but first, I think we need .some 
historical perspective to understand the 
evolution of gaming on ihe PC. [Que 
tacky segue melody,] 

In the beginning, there was MS-DOS, 
VGA and tlic IBM-PC arcliileclure. 

Game programmers eager to eviiloit 
ever)' dro]: of j^erfonnance from the PC 
WTOtc to w'hat was eu]3hemistically 
referred to as the “bare metal.” In other 
words, part of the job of programming a 
game meant Ihe programmer had to 
understand the internal functions of the 
PC harcKvarc, including gra|>hics cards, 

► The mass storage world is 
heating up once again, Seagate 
and Quantum will be upping the 
disk-storage ante with 2-plus 
gigabyte EIDE hard disks, which 
have rotational speeds of 5,400 
RPM. Iomega is shipping ver- 


-sound cards and tlie PC itself. Some early 
games (i‘AI,C()N 5.0 comes to mind) were 
written entirely in as.scmbly language. ■ 
A.s,seml)ly language is simply a tc’xt repre- 
.sentalion of tlie actual liarcKvare instnic- 
lions. WMting code in a.s.sembly language 
often meant fa.ster performance, but its 
notoriously difficult to write and debug. 

Meanwhile, Miemsoft wus bu-sy ,shi[>- 
ping various versions of Windows: 
WiiHlows 1.0, Windows 2.0, Wlndo\ss 3fi6, 
Windows 5.0 , . , But Windows was almost 
universally ignored by game developers 
for scvcnil reasons: 1'lr.st. it was much 
more complex to write Windows a])])lica- 
tions. Second, and more importantly, 
since Windows shielded the ])rogrammer 
from basing to understand many of the 
underlying hardware details, it al,so proved 
to be a .serious pcrfonnancc drain that 
simulation and action game designers 
couldn’l afford. So most games continued 
to be DOS-based. 

Wdien Mienrsoft announced that 
Windows 95 would do away with DOS as 
a .separate operating system— although 
nineb of w'hat w'as DOS underlies 
Windows 95 — there w'as a w'ailing and 
gnashing of teeth in Ihe game developer 
community. Some of Ihe folks in the mul- 
timedia group at Microsoft look note of 
this and decided that Window's 95 .should 
become Ihe next great game platform. 


sions of its Jaz removable hard 
disks to PC manufacturer Micron, 
which is including the 1 GB 
removable drive in its high-end 
systems. Expect to see an exter- 
nal, SCSI version of the Jaz by 
the time you read this. 






FIRST FORAYS 


'llie first thing they did, almost as an 
e.\pcriment, w'as develop a set of graphics 
routines that ran under VMndows 5.1 
called WlnC, but it only proved to be fast 
w'itb certain t\pcs of graphics, and did 
nothing to address issues such as con- 
trollers (e.g., joysticks), sound card.s (and 
MIDI) and multi-u.scr play. In addition, 
WlnG still didn’t handle ail of the graphias 
calls that game designers needed. WlnG 
did pmvc useful, however. Ifyon compare 
the graphics pcrfonnancc of the Windows 
version of Sin Mkikk’s Civiuz^vnoN with 
Ihe more current ClvNh'l', you'll notice 
lhal ClvNl'ri' runs appreciably better, 
bccairse it uses WiiiG instead of the 
native Windows gniphics libraries. 

Next came DCl, a veiy low-level appli- 
cation programming interface (API) irscd 
mostly for handling digital video streams. 
DCl W'as important for most graphics 
card vendors and mainstream muilimedia 
dcvelo|)ers, because it w'as a “universal” 
piece of middleware that allowed a video 
playback engine to take advantage of 
underlying video acceleration iiardware 
on graphics board.s. Digital video has 
since become a key component for some 
l)pcs of games. 

Of course, it w'asn'l enough. So the 
multimedia mavens at Microsoft, some- 


iifi When 
Microsoft 
announced the 
death of DOS, 
there was a 
great wailing 
and gnashing 
of teeth. If 


.Alik 





TECHNOLOGY 


LOYD CASE 


tiling of <1 maverick binitli williiii ihc 
company, began a skimkvvorks project 
llial was later eocle-nanietl the Manhattan 
Project. Out of tlie Manliattan Project 
came a set ot APl.s Microsoft calls 
DireclX 

DircctXs component APIs — 
DirectDraw (2-D graphics, digital video), 
DireciPlay (1 AN-based and modem- 
based gaming), DirectSonnd (audio, 
MIDI), Direetlnput (joysticks, controllers) 
and Direct3D (3-D gnipliic.s)— allow pro- 
grammers to ba\ e much finer control of 
and faster access to the hardware than 
Windows 95 would othen\isc allow. 
Microsoft is pushing \'er)' hard to have 
DirectX blessed by both game developers 
and hardware vendors, and .seems to have 
been snccessfu! in wooing both camps. 



When purchasing a new Pentium 
rig, be sure the motherboard has 
Intel’s Socket 7 processor socket. 
Socket 7 will be pin-compatible 
with the upcoming 180- and 200- 
MHz Pentium chips, as well as 
the rumored Multimedia Pentium. 
So when you’re ready lor more 
MIPS, It will be too. 

If you’re having problems config- 
uring the Ensoniq SoundScape's 
Sound Blaster emulation mode, 
here’s what you should do: 

First, make sure the Ensoniq DOS 
\ command SSINIT.EXE exists 
somewhere (probably in a directo- 
ry called C:\ENS0NIQ (or the 
appropriate drive letter). Next, 
make sure the following com- 
mands exist in your 
AUTOEXEC.BAT startup file; 

SET BLASTER=A220 15 D1 
SET ENSONIQ=C:\ENSONIQ (or 
the appropriate directory) 

These environment variables must 
be present for SSINIT to work 


THE PAYOFF 


properly. When you want to run a 
DOS game that doesn’t directly 
support the Soundscape, you go 
to the ENSONIQ directory and 
type “SSINIT", or you can have 
this command in your AUTOEX- 
EC.BAT file. 

This technique also works with 
the plug-and-play version of the 
Soundscape, although you need 
to have the plug-and-play DOS 
driver loaded. 

If you’ve been frustrated trying to 
get Fighter Duel to work with the 
Matrox Millenium, you're not 
alone. However, the fix is quite 
simple. Fighter Duel uses the dri- 
ver version of UNIVBE 5,1 in 
order to support the widest vari- 
ety of graphics chipsets in Super 
VGA. But UNIVBE 5.1 does NOT 
support the Matrox Millenium, All 
is not lost, however, as the 
Millenium already has VESA 2.0 
built into it. All you need to do Is 
go to the Fighter Duel directory 
(e.g., cd \fduel). Then delete the 
UNIVBE driver by typing: DEL 
UNIVBE.DRV, and Fighter Duel 
will run properly. 


Microsoft is 
pushing very 
hard to have 
DirectX blessed 
by both game 
developers and 
hardware ven- 
dors, and seems 
to have been 
successful in 
wooing both 
camps. if 

One of the most visible perfonnnnee 
i.ssiie.s ill gaine.s is grtiphics (no pun 
inlencled). DirectDraw rep!iicc.s WiiC 
and LTCl, as well as adding iinich more. 
Willi ihat, let’s lake a look at wbat 
DirectDraw gives you, ibe game player. 

ITrsl, a well-wri lien game using 
DirectDraw sbonld (emphasis on 
'‘should’’— more on this later) )ield a 
Windows 95 game w ho.se perfonnance 
compares favorabh’ with its DOS coun- 
teq)art. Secondly, it allows game dc\elo|)- 
ers to focus more on the game and less on 
de\eloping custom graphics routines. 
'Hiird, it will reduce the fnistralion of con- 
figuration. 

'Ibis last point is a big deal since config- 
uring a complex DOS game can be a 
daunting task, even for the technically 
sophisticated. One friend, a software engi- 
neering manager, avoids games that 
rctjiiirc complex installation, w hich limits 
him to a few- games. In the last year or .so, 
installation programs have gotten much 
smarter, but gelling a DOS game to work 
properly can still be a royal pain in the 
po.stcrior. 

Windows 95 games will make installa- 
tion much easier. Since Windows 95 itself 
.stores information on the splem’s config- 
uration in the Registry, the game’s installa- 
tion routine need only c|uer)' Windows 95 
as to w'hal’s a\'ailable. and configure the 
game accordingly. 

fourth, the game should be able to 
take advantage of any graphics accelera- 


tors’ capabilities provided the board’s dri- 
vers are Direct Draw-compliant. 

'Ibis last point Ls really a key one. in the 
past tw'o years, almost all gra|)hic.s eards 
shipped are designed to accelerate graph- 
ic.s rouiinc,s, particularly the ones 
Wndows calls most. Vciy few DOS 
games took advantage of llie.se features, 
because ever)' graphics adapter would 
rec|uire a separate driver and set of code. 
Willi DirectDraw', games get anv benefits 
from gra])bies acceleration automaticallv. 
Similar!), the other DirectX APIs give pro- 
gnimmers low-level accc,ss to audio hard- 
ware, networks, modems, josslicks and 
other featiiics. 

THE ENVELOPE, PLEASE... 

So how does it all play? I be answer, 
like so man)’ in life these days, is “it 
depends." 

I el’s take a closer look at 
Ml''.(;i iW\RRi()it2 for\Mndows95. When 
1 first installed it, I was impre.s.sed with 
how' easily it went. '1 ben I discosered that 
calibrating a josstick occurred fmm the 
Windows 95 control panel. Ibis was a real 
c)’e-opcner. Wbilc no big deal fora single 
game, imagine now being able to cali- 
brate joy.slicks in e\ ery game the same 
way No more pii/yliiig over how- that new 
flight siin handles calibration. 

Ibe game ran quite well on ni\’ P133 
using the Matrox Milleninm’s latest .set of 
drivers (version 2.2). On Ihc other hand, 
Actis ision remos ed one of the gr.iphics 
modes from the game. 'ibe DOS version 
can run al 320x201), 6-K)\T80 and 
1024x768. 'ibe Windows 95 version is lim- 
ited to 320x200 and 640x480. Still, the 
game perfomied very' well, and I’ve been 
having a great time w ith it, 

Ouriously, gamers’ reactions lia\c been 
mixed. Some pla\'ers w'ith very' similar 
configurations to mine reported very' poor 
frame rates, while others w'ith mucli slow- 
er rigs reported great performance. I 
noticed similar contradictoiy' mes.sagcs 
regarding W.MU lAMMiiK's graphics perfor- 
mance. I thought I’d c.xperimenl a bit by 
installing a completely different graphics 
card. With that single task, a long ody,ssey 
began — a. search for perfonnance. Well 
continue it in ne.xl moalli’scolumu.*t 
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FROM THE CREATORS OF IRON HELIX® 


FORWINbOWS* AND MACINTOSH^ 

For information, cali 310.264.5579 


MMm 


YOUR JOURNEY BEGINS.... 


Inside a strange and desolate 
building-a place where souls 
are lost or found, you have the 
perfect plan for escape. But 
there is no such thing as a 
perfect plan.... 


Bad Mojo sends you into a 
world of eerie darkness.. .as a 
cockroach! What you discover 
may shock you. What you don’t 
may kill you. Either way you 
won’t come out the same. You 
may not even come out as a 
person at all.... 


Stunning 3D-rendered environ- 
ments, beautiful photo-realistic 
imagery, an original score 
soundtrack and over thirty-five 
minutes of live-action video pull 
you into the mysterious and 
gritty atmosphere of Bad Mojo. 


01995 FulM EnlertaInmanI, Inc. Sod Mojo It o liodomock of Puls« Enlertolnmenl. Acclaim it o legliletsd tiodemotk of Acclaim 
Enfertolnmenf, Inc. WIndowt it o leglifeied liodemoik of MIciotofl. Macintosh is o {ogltlered tradomaik of Apple Computer, Inc. 
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28-7449 


CUSTOMER SERVICE, CAU 508-443-6125 9am-5pm EST M-F 

Call for your Computing Needs ext 378 



F^oland' 


Get ultimate game control with VIR Onel 
Feolures Plug and Play, wide-angles, 
ambidextrous use and morel 

HAltDWAIlE #42313 VKTORMAXX 


In Wing Commander IV, Colonel Blair 
is recalled to service to fight new enemies I 
threatening Terran, Features Mork Hamill.l 

IBM CD #40712 ORG4N SYSTEMS I 


Descent II has new floodlights, weapons, 
ARerburner, surveillance cameras and 
more moke this sequel a must-havel 

IBM CD #41406 INTEBPIAY 


Sound Canvas add on upgrade board. 
Attaches to most sound cards for CD- 
quality sounds. 

HARDWARI #35628 ROIAND 


40 120 Mag Bal! 

40333 AAogic Cotpel II . 
37926 Magic: Tha Calhe 
42382 Moilar levels ol C 
^756 7 t^ sJefolM a oi 


39 4064B Ptomiied lo» 

29 36829 RELENTLESS: 

40 404SBReolmsofAil 


42021 FigSterDc 


32903 Itlhl 
40915 3 01 
39478 A 10 
40339 AFif* 
43114Ab<ji| 
38164 Adv« 


SilenI Thunder WIN95. 


■mm. 


40882 AgaaRlHeW.V / . 

40878 AlliedTOenBilY. ./ . 
39144 ApachWr' . .V-Tl . 

40897 Ascendancy 

41892 Bod Mojo 

42885 BalileGtcnind: Waleiloo. 
40225 B>g Red Roong WtN9S. 
4201 3 eiack Knighi: Morina Siri 

38597 BlacLbeard 

3661 4 Braindood 13 

39019 Bren Hull Hockey '95 , . 

40467 Coesorll 

42735 Chocs Ovotlords 

40981 Chassmoiter 5000 . . . . 

40713 Chronorrostar 

42267 Citizens: BocLwoler Alla 

30011 CivNol 

41515 Civilization II 

42882 CoHoge Siam 

34696 Command i Conquer . , 


1 40670 Mono^ 


39507 Shivers 

40167 Silent Hunter 

40775 SimCily 2000 Colloefion WIN95 . 

41252 Spocn Bucks 

42605 Space Simulolor 1.0 

41073 Spycrall: Tha Gteol Gome WIN9S 
40469 Star Rangers . , , , 

40220 Sim Trek: Generoho 
34278 Slor Trek: Star Fleet 
34568 Slor Trek: TNG 'A 
41699 Slot Wors Trilogy . . 

40076 Steel Poniher 

42918SublertonaWiN9S. 
4231SSyndicoloWnrs . . 

40430 TFX 2000 
414.59 Tenth Plonrri 
41461 Termlnolor: future SI 
40649 Terra Novo; Canloui 

38595 Third Reich 

42732Timon4Pumbaa's; 

36292 Total Dislarlion . . . 

42953 TdIoI Mayhem , . , 

39487 Trophy Boss 

41451 U.S. Navy Fighter Gold 

40083 Ullimote Doom 

41634 Urbon Runner MPC 

42022 V For Victory: Commeraoroiive , . . . 

42699 VR Baseboll 

42719 VRCiolt . 

42700 VR Soccer 

,40232 VitiiioIXciUt ,ri-. 

38672 Virtual Ppol 

;4)30:4Wen:^a<l3 Tl^eiDorknest .. 

41305 Wnrhommer 40000:' Dark Crusader 

41306 Worhommer: Shadow o< Horised Ro 
34284 Werewoll Vs, Comonche . .. 
42442 Wizordry GoU 

40573 VVbodan Ships 4 Iron Mon . 

40221 Wsrld Circuil 2 

36940 X Wing CollecWrs CD ROM . . 
41323 You Don'l Kisow Jock. . ... .. 

40647 Zone Raiders 

41834 Zork Nmisis 


43157Morliraor. , 
33204 Myst MPC , 
42n0NBA JomT 
N4070S NBA lyr'' 


, WIN95 


429X 
425601 
42743 I 
40121 I 


if'- 


I 1) ;70(X)7,1534Tjy,V*--fe'Hl|L-'<Yt>ti-‘KiYL’ 


iMto. !iiKvI«4ai!«!^JCfcteE;--S-t>'sT4sltik.B;US-J', 


40337 John My 
37754 links 3/ 

43126 Links 

40120 Mag Boll^^^i 

40338 Magic CoTpet II . . . 

41557 Great Naval Battles I 
21557 Hoipoonll. . . , 
33905 Haivesior .... 

42950 Heretic 

37695 Honors.. . . 
^,^49 HBi*rtfiI?»OlWSjMS. 
VXknii.r\ Ur—* 


35768 Cyberjudos 

38874 CyberMoqe. DoiklightAv 

40650 Cyberio 2 

42498 D's Dining Table 

40129 Doggerlall 

41339 Dogger's Rogo WIN95 . 

36302 Dork Forces 

41337 Deathkeep WIN95 . . . . 


421 10 NBA Jam Tournament Edition . . . 

40705 NBAUvo'96 

39725 NFL Quorlerbock Club 

40340 NHL Hockey '96 

40339 Need for Speed 

;«S62 vton, 

TO193 bwjheRkiih,;.'-. 

5l464PfiABiMWVfll«5 ...ij.iv'u 

•S?3UPGAW'96-gpdnIsh6GyS • 

43129 Pandora Directive . -.' 

36481 PanzerGenaral 

31956 Pox Imperio 2 WIN95 

42786 Penthouse Interoctive VI 

39322 Perfect General 11 

34085 Phonrasmogorio 

36773 FVfo#. Muyon AdwoSuse W1N95 

39467 Police Quest V: SWAT 

42342 Power Dods 


4 1086 Destiny WIN95 

40463 OesirsxiKpn Derby yV 

32154 Kg ./.? 

36320 Doom II: Hell on Eorth. . f;-'?' 

40457 Druid 

41566 Duke Nukem 3D 

41486 Dungeon Keeper 

401 17 ESPN NSA Airborne 

41236 Elk Moon MutdiHS 

40336 FIFA InsetrtolSonol Soccer *96 

39485 FP Sports.Foolboll '96 

42075 Fantasy Genetol WIN95 . . . 
43135 Fast Aflock 


^743 rf^jjriho;Y.(irfetj‘.*r*.'!Mtaf 

-nfol2l H.vhVWH95'^''' '1'' ...*■■ 

41844 HyperBlode WIN95 

41092 I Hove No Mouth & I Must Scieam 

40663 InefyCar Roclng II 

42734 Into the Void 

43127 Jogged Alliance: Deadly Games , . 
42749 Jeopordyl Platinum Edition WIN95 

40337 John Madden NFL '96 

37754 links 386 Pro . 

43l26lmkstS . 
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CIVIL 

WAR 


SOUNO^^^^ 


Lead Northern or Southern troops into 


battle! Or lead os the great man himself i 

Robert E. Lee: Civil War General! 
IBM CD *43132 SIERIU 


Solve ->5! 
tltemys®)' 
win one 
do>» 


TREASURE 

quest 


Get rich quick! Be the first entrant to so!ve 
Treasure Quest's mystery, ond win 
mi!!ion bucks! 

IBM CO *41274 SIR 


A complete Plug 'n P!ay audio soiution! 
Sound Blaster 16delivGrs 16-bit, 
professional-quoiity sound to your PC! 

HARDWARE *34307 CREATIVE LABS I 


KIDS/FAMILY/HOME 


JOYSnCKS/MICE 


SOUND CARDS 


CD DRIVES & KITS 


Murder, you ore a rookie 

detective assigned to solving Santa Fe's 
most puzzling cose! 


Get set for thrilling, fast-aclion, F-1 6 

dogfighling adventure as Maverick in Top 

Gun: Fire at Will. 
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36967 Baav.s&Bunlieod&cr««nSov«r CD. . . 

31657 Cleoniwe^ 95 2.0 

30653 Encoifo '96 Encyclcpedio CD WIN95 . . 

32932 Gcma Rvn/ier 3 

4l672lnletnelPt<oneWtN .... 

37551 Uon King Animuted Slofy CD 

37156 Phyihon'j Complete Wosle CD 

38207 NelCfuiser Plus WIN 

30618 Norlon Utilities WIN95 

40563 Pocohoitlos Animated Story CD 

32252 QEMM 8-0 WIN 

31383 Quiclttn DelvM 5.0 CD 

39743RomDoublii 1.0WIN . . .. 

32751 Time's Upt WIN 

36593 TnplePloyPluil %»otiij)i CO 

33133 Uninslallet 3.0 WtN9S 

30000 Windows 95 Upgrode CD 

■ 

33603 11th HourCD 

39 135 Apache CO 

29213 C.vilit(3K50 . .... 

39630 Dark forces CD 

30459 Empiio tl CO 

30663 IndyCor Rocing II CO 

31665 Iniernel Membership Kit 2.0 

37552 lion King Animoled Story CO 

31335 Moiothon II: Ourondol CD 

39013 Mosle-ot Orion CO 

31963 Penihouse Inteioctive V CD . 

3l385QuickenDeliixa6.0CD 

3i7l9RebelAssoi.lt|ICD 

30219StarTiek:TNG''AFinal Unity* CO . 
31700 Sior Wors Trilo^ CD 

31323 You Dort'l Know Jack 


30701 CH Pedols 

30803 CH Ihrolite 

39877 F 15 EogloToclical Slick 

30715 F 16 Combat Slick 

31317 FlighlShck Pro ISM. .. . 
3ei23Gom«Gun . . . 

39627 Grovis Firebird PC Controller , 
32308 Grovis Grip Fighting Mochino. 

35358 PC Golf System 

29331 SfXGomcPod 

30602 Sidewinder 30 PRO 

31750 SpoceboR Avenger 
30825 Thiustmos'er ACM Gome Cord 
35103 Thruslmasiei F 16 FICS .. . 
38027 TtiruslmostmFCSMKII IBM.. 

b T2 IBM 


39030 Gtcivis UIttoSoond Acs 

31653 Grovis Ulltosound PNP 

33607 Sound Bbsler 16 Value Edition .... 

31396 Sound Blosler 32 IDE PNP 

41393 Sound Bbsler AWE32 PNP 
31701 Sound Convos PCMCIA w/Sohwore . 
30931 Wovcebstef II Gome Pock 


31912 6PIEX 6X EXT w/chl MAC 375 

39573 6PIEX 6X INT w/cnii 315 

32538 7HP Suieslote CD Writer 3020IWT 1037 

31632 DiomondeOOOexCDK't 505 

39975 MuliiSpIn 6X1 tNTCDROM 353 

32218 Perfofmance6XiNTPNG 389 

31397 Sound Blostei 6X INT PNP 215 


SPEAKERS I MEMORY/CPU UPGRD 


or PiQ fCS- . 


MACINTOSH TITLES 


29863 Thrustmoster Rudder Pedols IBM 103 

30156 ThruUmoslorTQSIorFlCS 112 

33780 Thrustmoster WCSMorkI MAC 63 

36362 Viifuol Pilot Pro. ... .66 

36656 Wingmon Exlieme Joysiick 32 


36500 Ja«J 590 Spookeis .78 

38255 KossHD lOOSpookets 64 

377l2Viv.d3DPlus ... .60 

38355 Vivid3D Pro 107 

41505 VividSDIhoolor 183 

37713 Yamoho Powered Subwoofer . . 137 

38836 Yomohu Speoker System Kit 202 


36137 1X3 Simms 70ns (3 Simms) 

36139 3X9 Simms 70ns (4 Simms] 

31738 Cyiix CX386DAX2 33/66 3S6DX 3; 
36725 Overdrive 3860X3 75 CPU 
36727 Overdrive 3B6DX3 100 CPU . . . 

38603 Overdrive PENT 63 CPU 

30767 Overdrive PENT 83 CPU . - . 


VIDEO CARDS 


800 - 228-7449 


320I8 3 0Blostef 

3 1 923 Dromond Edge 3D 3MB PCI VILA 
37182 Graphics Xpiession 2MB ISA . 
39906lmogine 126 16004MB PCI . 
39907 Imogine 128 Pro BMB PCI . . . 
42910 Jokono PCI All In One Pocloge 
30385 MGA Millennium 3D PCI 3MB . 
32871 PowaiMoc Millennium 3D 8MS P 
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MODEMS/FAXES 


Complete on-line catalog with over 5000 
I software and hardware titles. 


SONY PLAYSTATION 


30791 
I 30789 
I 32058 


O Prodigy - Computer Express 


32105 BoirleAreiioToshlnden 

32660 Doom 

32661 FIFA Internohonol Soccer 96. . 

32166 John Modden NFL '96 

42108 Morlol Kombot IR . . 

32163 NHl FoceOff ... 

42109 Nomco's Ridge Rocer 

42670 PiimolRoge. 

42128 Teklen 

32123 WWFWresheManioArocde . 
32122 X COM: UFODelenso 


or 28.8 MAC 
■2 SupinE.pinis 28.8 INT F/M PNP 
i7 TDK DF2B1 3 PCMCIA 28.8 F/M 


O CompuServe - GO Express 
O AOL - Computer Express 
O eWorld - cexpress 


CoidinolMVPI33IV2 F/M w/VMoi 

couIT-js'^intTevoKo^^ : 350 O Internet - info@cexpress.eom 

Z O www - http://cexpress.com 

206 .No surchorge is added to credit card orders. .PO's, wire transfers, porsonol and cashiers checks 
137 accepted. .Some items ore not returnable. Returns require aulhorizolion H ond ore subject to 15% 
233 restocking foe, .All Items olfored for sole are subject to avai!ability..We are not responsible for typogroph- 
““ icol errors. .Shipping and Fondling charges apply..Wot!dwide snippingl 

.All prices ore subject to change without notice. pi — /mmm 

COMPUTER Express 


VR GEAR 


>3 Cybe 


Anunted Syite, 


^77] 31 UnionA\e.Sudbury,MA01776lnfo:508443<6125 Fc»c 5084436645 


3 VIR Ono Cordlojj Joysiick PNP 76 
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CAME DESICH 


Diary Of a Game 
Designer 

Discover The Challenge Of Game Design /Is It Happens! 

by Alan Lenton 



A im I A.-n/()ii in llie Creathv 
Director of I nteradh'c 
Broadciisting, the United 
KingdoiiTs leading dtrehper 
of iiniltipimer online games. 
Interactke Broadcasting is 
responsible for FKiWMnn\, 
the extreniefy siicces-sfil sci- 
ence-fiction game of trading 
and adwnliiring mailable 
on sewral s}’stems (including AOL, CFnie 
andlX'lplii).andM\l(m:nAsS:\Ui:i:tlie 
lesser-known real-time science (iciion 
tank/niininggame currently in beta lest 
(mailable on GIT, nic). L//i(/cT/x';j/oj?!s’ 
direction, the eoinpany is currently creating 
a ma.ssh'e World War II command simula- 
tion based on OPEmiON BARim(.)ss,\. 
and I‘1 \PI.OI<i:r, a game ofVictorian-era 
discovery. 

Over the next year, this diary will jollow 


►journey of discovery Over the next year creative director Alan Lenton 
I will explain the evolution of Explorer, an online game set in the Victorian era 
I about parties of players questing for famous lost artifacts. 


the pmgress ofKxPLORi'.R atul explain how 
the learn made game design decisions dur- 
ing dcwehpmenl. \\t' carrt recall another 
series quite like this, and ire hope you will 
be as fascinated by watching it come 
together as ire hme been watchirig games 
reach fruition overtheyears. — Hd. 

jniniar)': \Vc (Interactive Broadcasting) 
lun c a new game to write fori'Xmerica 
Online. blNl'LOKtat is set In the Victorian 
age, with parties of players iiiKlertalcing 
expeditions sponsored by clulxs and insti- 
tutions. Now, 1 liave to turn lliis bright 
idea inlo a real game that real peo|jle will 
be [prepared to pay real dollars to ])lay. 

'Ibc general idea of the game was 
agreed upon with AOl ,, but naturally left 
a ini of design decisions still to be taken. 
My first consideration is determining wbat 
player parties are going to look like. 'Ibe 
game is based on parties of players quest- 
ing for objects like Ihe 
mummified remains of 
Cleopatra’s Asp. More 
Ilian one party can be 
seeking the .same 
object, sponsored by 
different institutions. As 
a result, parties are fun- 
damental totliegame, 
so we must get them 
right fmm (he ver)' start. 

'Iradilionally, parties 
have a leader who tows 
cs'crvonc else around. 
We want to break the 
eN])editions down into a 
.series of .sub-tjuests, 
.some of which can be 
done simultaneous!)’. 
'Ihis makes me wonder 


if the usual style of part)’ is not too rigid. 
Also, with this style, ordinal)' party mem- 
bers become second-class citizens w'ho 
basically get carried along without doing 
aiulhing. 'Ifaditional parties are ahsav’s in 
the same location— vetyconsiraining. 

1 think what we will do is define an 
expedition window in the user interface. 
Ail members of the part)' can communi- 
cate with one another— whcrei’cr they 
arc — via this window. Tliis means that the 
parly can split into groups doing different 
things in different areas, but still be in 
touch and have the shared sense of being 
|3art of a coherent parly. 

Ibis will solve the problem of the jiarly 
being in more than one location. It also 
makes sure tliat all of the party members 
are involved in soKing the problems posed 
by the c[uest. Unfortunately, it introduces 
a new' iiroblem— time. If .some of Ibe 
party go to Ljondon to get a letter of intro- 
duction to show' the authorities in Cairo; 
some go to NYC to rescarcli the time of 
Clcojiatra; w'hile some stay in Boston get- 
ting equipment togetlier, w'e could have 
something of a mess on our bands. We 
w ind up with a bunch of jieople doing 
things at tlie same time in real time, but 
using wildly differing amounts of game 
lime, and in supposedly different time 
zones. One thing is for sure, we can't have 
jicoplc just standing around waiting for 
their time to catcli ip w'ith cv'ciyone 
else’s! 

I'm not sure exaetty how' we arc going 
to handle this, maybe b)' having a time 
limit on each expedition. 1 will have to dis- 
cuss it with the scenario writer, after be 
has gotten some idea about the size of the 
time mismatches. More next monthlS 




ra/THE HEFTY ONE 
ABOVE WILL GIVE YOU THE REAL 
•., ARCADE EXPERIENCE AT HOME-AND A QUICK TRIP 
‘ TO THE CHIROPRACTOR. THE SLEEK, LIGHTWEIGHT MODEL BELOW- 
FULL TILTI PINBALL-ALSO DELIVERS THE 3-D, MULTI-BALL PINBALL ACTION 
. YOU CRAVE, while saving your back (and a packetful af quarters). With Full Tilt!, 
you're bringing home three different tables— all with real ball movement, real 
sounds, and really cool zipper flippers. So pick up Full Tilt!, real, tournament- 
' Y' \ style pinball made easy. [Weight belt not required.) 


Featuring Space Cadet as seen in the 
Microsoft® Plus! companion for Windows' 


Available Far Windows 95, Windows 3,1 and Macintosh, © 1996 Moxis, inc. All rights reserved. Full TIitI is a 
trademark and Maxis is a registered trademark oF Maxis, Inc, All other trademarks or registered trademarks on 
ihe property oF their respective owners. For product or ordering inbrmalion, contact your local retailer or coll 
800-33-MAXIS. Visit the Maxis Web Page ot http;//vwvw.niaxis.com. 
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TECHHOLOGY 


REVIEW • ZEPHYR ONYX 

A New Bullv 
On The Bleck 

After Some Hiccups, Zephyr’s P 166 Game System Roars 

by Dave Salvator 


\cr\’ once iiKi while, the 
wliolcean aetnall\i)c/m than 
the siitn of its parts. Siicii was 
the case w hen we receiv ed 
Zcphvr C'onipiiier Svstenis’ 
new hotrod machine for gam- 
in" the OiivTc On paper, this is 
one scarv' mother; a I’cntium 
IhfiMlk IfiMlil'dX) lUM, 
25f) KB 1 2 burst cache, a 
l‘)iamoiid Stealthfi4 Video 4240 graphics 
board, and a 1.6 CB I'dDl’', hard-drive 
com])rise its core sub-ssstems, , All signs 
pointed to it being a true monster. 

But despite tliese venerable compo- 
nents, the initial .system we received didn't 
deliver as e.v|)ccted, 'lliere were problems 



^ PLUG & PLAY The Zephyr Onyx comes fully dressed for action, 
I and it offers the fastest performance of any system we’ve tested. 



Price: S4,080. 
Zephyr Computer 
Corporation 
Dallas TX 
(800) 448-8806 
email: ZEPHYR.COM- 
PUTER.CORPORA- 
TION@msn.com 
Reader Serviceif: 323 


with the BIOS and CD-KOM behavior, 
as well as a clnms'v audio cjinfignralion. 
After .some back and forth and system 
tweaks, Zcplnr got all the pieces dialed in. 
and the machine began to cook. 

'Ilie Onw ships w ith Windows OS pre- 
installed, OOOM, shareware versions of 
D|''.sc;k.vi , I li’RiCiic and \V\itcn.\i''i'.and 


.several other apps and utilities. In addition 
to its heavy .set of core hardware compo- 
nents, the Onv^ also ships with a long list 
ofhiglw|nalitv' peripherals: a 17-in. Nokia 
monitor, a SonndBla.stcr 16 with a Roland 
SonndCanv as dai ighterboard, a Sony 
SliS-OZK speaker .system, a 'leae6X IDR 
OD-ROM drive, a US Robotics S|}orLsfcr 
internal 34,6 Kljps modem, an Intel 
UtherLlxpress 10 Mbit/sec PCI network 
card, among others, /eplnr also includes 
a three-button mouse and a\Wngman 
l^xtreme joystick, both from 1 ogitech. 
One big customer-friendlv advantage is 
lhat if von don’t like or don't need a few 
components, they can be removed and 
credited to your pnrcha,se price. 

WORTH THE WAIT 

After the tweaks came the good part- 
playing nos titles — where this rig really 
delivered, Di m NuKiv M 3D, I II, 

Ki.itarrUNMMi im.aiKl Kk2000all had 
verv fast and smooth frame rate,s, thanks 
to Oiiw’s 166 Ml Iz CPU and the 
Steallli64’s S3 968 graphics chip. In DliKiv 
NUKiiM. the action .s])ed along even in 
800x601). and the game reported a con- 
stant IS fps frame rate, dlie only dovviiside 
to mention here is the I x)gitech Wingman 
Kxtreme joystick, vv'hich emnlates a 
ThnrstMaster b’CS.Init (he Wngman 
lacks k'CS’ precision and .subtlety. 

In Windows 95. Diamond's drivers 
include the InControl tools that Diamond 
has implemented as shell extensions, 
which yon can invoke by right moii.se- 
clicking on the Desktop to change real 
and virtual screen pixel resolutions, color 
de])ih. and cnable/disabic vonr screen 
saver. 

In WinBench tests, the reviews were. 


for the most part, impressive, 'lire Onyx’s 
CPU.\ lark .scores were very good as 
ex'i^ectcd, but only about six percent faster 
than tire Falcon Northwest .Mach V rig we 
reviewed in Janoarv. Its Disk WinMark 
score vv'as disaj^pointing, however: about 
23 percent slower than the Mach \( 
Diamond’s Stcalth64 turned in a very 
respectable Graphics WinMark score of 
28 at 800x600x256 colors, probably the 
drivers’ optimized color depth, but its 
.score dropped about 43 percent when we 
stepped the color depth up to 16.7 million 
colors. 3D Bench numbers were ec|nally 
impressive, coming in about 14 percent 
faster than the Falcon's. Onyx’s CD-ROM 
WlnMarkscoreofOGO was about II per- 
cent faster than halcon's. 

Out of the gate, the Onyx disappointed 
ns despite its very impressive array of hard- 
ware components. Onyx‘'V 1,1,” on the 
other hand, was a .screamer, c.speciallv lor 
DOS games, hortunately for yon, the 
company claims that the .system’s new 
configuration will now be standard. In its 
nevv'ly-improved fomi, the Onyx is defi- 
nitely worth con, sideling if you’re ready to 
pony up for blazing DOS game .speed, 
and very' good Windows 95 performance.^ 


^APPEAL: Gamers with deep pock- 
ets looking for screaming DOS perfor- 
mance, and fast Windows 95 perfor- 

manca 



^PROS: Screaming perfomiance in a 
machine designed for gamers, and a 

healthy list of 



Grst-rate compo- 
nents. 



►CONS: All those 


★ 

goodies don't 
come cheap; 
mediocre bundled 

Ip 

1 

joystick. 

M 
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JK spy mu^ master 
lAe tools of his trade. 


Or die trying. 


SPlICRAn 

THE 13 ret AT 13 A IV1 E 


WILLIAM COLBY OLEG KALUGIN 

CIA KGB 

FORMER DIRECTOR FORMER MAJOR GENERAL 

A spy has many tools at his disposal. 

As does his opposition. Skill is everything. 

It could make the difference betv/een a master 
spy...andadead spy. 

Introducing Spycraft. the first authentic 
spy thriller CD-ROM game. Featuring actual 
secrets from the real world of espionage, 
a true online gaming link to outside Web 
sites and a realistic storyline. 



NOW AVAILABLE ON MS-DOS® AND WINDOWS® 95 CD-ROM. 

BEGIN YOUR SPY HUNT AT HTTP.//WWW.ACTiV[S10N.COM OR TYPE IGO SPYCRAFT] ON COMPUSERVE. 


s. AcIiyisioH. 


Activision is a registerad trademark and Spycraft; The Great Game is a trademark of Aclivision, Inc. ® 199S Activision. Inc. All rights reserved. All other trademarks and trade names are the properties 
of their respective holders. The Central Intelligence Agency has net approved, endorsed or authorized the making of Spycraft: The Great Game. 
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REVIEW • NEC H500 MONITOR 


Sight & Sound 

New NEC Monitor Is Ready To Play 


Price: S599 
Manufacturer: NEC 
Technologies 
Wood Dale, IL 
(800) NEC-INFO 
www.nec.com 
Reader Service d: 325 


by Dave Salvator 

1 (Hiking fora multiscan inoniturlhat 
won’t bust tlie bank? NIiC’s new' 15- 
inch M500 may be just the ticket. 
'Ilic monitor's new CliromaClear 
teclinology combines traditional dot- 
trio and a|3erturc-grille tcclinologics w'itb 
elliptical phosphors (rather than the tnidi- 
tional round or striped) to produce ,shar|), 
clear images. The Kncrg)'Star-complian{ 
M5UU also has a pair of .shielded speakers 
and a built-in microphone. 

Installing the M500 is fairly simple, 
though NEC’s documentation doesn’t list 
steps for adding the M500’s driver under 
Windows 95. The M5f)0’s built-in 
Oascreen Manager (OSM) allows )’ou to 
tw'eak image alignment, gconrctiy and 
color saturation. Other settings let you 
adjust speaker TOlumc, treble, bass, bal- 
ance, and four different audio modes, two 
of which use spatializing techniques to 


artificially "widen" the stereo field OSM’s 
conlmls am eas)’ to nasigate and use, and 
they allow minute adjirstments. 

The M5()()‘s image qualih' was veiy 
good under Windows 95, and its focus 
remained solid even at higher resolutions 
and smaller fonts. We looked at the 
.screen’s convergence at 800x600x16.7 mil- 
lion colors by displa\ing a grid of white 
lines on a black background, and saw' 
almo.sl no “leakage." Under DOS, Duke 
Nukem 3D's rendering looked shaqj, and 
its colors accurate. T he monitor’s maxi- 
mum N'cilical refresb rates arc also impres- 
sive: IZOIlzatb-fOxmilOITzat 
800x600, and S6llz at 1024x768. 

’l}picall); if your \'ertieai refresh rate is 
below about 72 ITz, screen flickering 
becomes noticeable and vciy annohng. 

The M500's audio w'asless impressive, 
anti gaming audio lacked any low'-end 


REVIEW • GRAVIS GRIP 


CGW Gets A Grip 

Gravis Puts More Control In The Hands Of Action Gamers 

by George Jones 



Price; S99.95; individ- 
ual Grip controllers 
available separately 
(Price TBA) 
Advanced Gravis 
Vancouver. BC, Canada 
(604) 431-5020 
http://www.gravis.com 


rav-is’ GrIP tcchnolog}’ looks ca|>a- 
ble of changing the face of action 
gaming on the PC. The gamepad 
controllers look almost exactly like 
Segas Saturn devices, witli six 
main buttons and two top buttons. 'I he 
])laslic controllers arc lightw-eight and 
comfortable, w'ith buttons and a direction- 
al pad that feel right. 

The sleek black .stealth-bomber shaped 
Multiport is the central unit and consists 
of four 9-pin GrlP sockets and two “|)a.ss- 
througb” 15-pin ports for good, old-fash- 
ioned jos'sticks (lioth tspes of controllers 
are nol available at the .same time). ’Ihe 
Chi Sports Pack comes witli a Multiport, 
h\o Grip controllers, and a eo|ry of 
Electronic Arts’ NHl - HoCK}'7i’‘96. One 


bonus with the MultiPort is that vou no 
longer ha\c to bend o\'cr back-wards to get 
at the dam game card whcnc\er\ou want 
to .switch jON-sticks. 

/Viditional C'.rlP gamepads, frustrating- 
ly, were not a\ailablc at press time (how' 
are you su[)posed to play four-pla>er NT i [., 
l-locKl'Tw'hcn the Sporl.s Pack comes 
with only two game|3ads?), but should be 
available by the lime you read this. Gravis 
also promises real joy'sticks down the road. 

lustallalion was a .snap. Utilities allow' 
you to reprogram the GrlP for DOS 
games rui ining under Wndows 95. 

My onl\- real problem was w ith the 
Grll’ setup in N1 II . I IoCKi:,Y. It took me a 
couple of tries before I figured out how to 
reconfigure my gamepads (hint: hold 




punch, as did wa\'c files and Audio-CD 
music. For basic no-frills audio, the)'’ re 
fine, but for ehest-rattling explosions and 
convincing music, slick with your multi- 
media speakers. 

Underwhelming speaker perfonnance 
aside, the M50() brings a lot to the party 
for S599. Its clear, w'cll-focu,scd display 
w'ill serv'c gamers and non-gamers alike. 
NEC is also planning a S899 17-in. model, 
the M700, slated for release in June.*b 


^APPEAL: Gamers on a budget 
looking for a clean display. 


►PROS: Excellent 
sharpness and 
color, very good 
adjustment tools. 
►CONS: 

Mediocre audio 
from bundled 
speakers. 




down “.A ” llicir elick on the appropriate 
numerical button). Once configured, the 
Grip perfonned very well with foiirplav- 
crsinN[ILI-locK|.TaiidNHA‘96. 

There aren’t manv GrlP-eapable titles 
out right now', but eouiit on more devel- 
opers to support it in the near fnture.% 


►APPEAL: Anyone tired of the PC’s 
archaic two-button, two-joystick 
architecture. 

►PROS: Allows four 8-button 
controllers to be 
active at the same 
time. 

►CONS: Hard-to- 
understand manu- 
al, inability to use 
old and new con- 
trollers together. 






knock fighting fans into another 
— Strategy Plus 


By far, the largest, mo^ 
detailed foes ever seen in a 
fighting game. Up to 3/4 of 
the screen’s height. / 
Innovative screen panning* 
zooming, real-time scaljtig, 
shadows, and special FX)4^ 
Interactive, animated; and) 
detailed backgrounds,that 
often hide special dangers/ 

8 characters, 2 championk 
and a nasty surprise. ’ ' 
Special moves, combos; 
resurrections, S. humilt^onJ 
Blood sucking, claw slasV 
ing, tail whipping, karate 
kicking, fist ramming, body 
slamming, blood spurting 
action — need we say more? 



Gen 

INCORPORAT ED 


Developed by Argo Gsmes 
Published by Apogee Sofcware, Ltd. 
Distributed by ForniGen 



Softwaro Creations Web BBS lhttp;//www, svjcbbs.com} 
WWW Site (http://wvwif,apogee1 .com) 

CIS IGo APOGEE) AOL (Keyword APOGEE} 
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REVIEW • EIGER LABS HEADON MODEM 


Price: S159 
System Requirements: 
IBM PC 386 or better, 3 
MB of hard-drive space 
Manufacturer: Eiger 
Labs, Inc, 
Sunnyvale. CA 
(408) 774-3456 
www.eigerlabs.com 
Reader Service H 326 


Phone Frag 

Voice & Data Modem Lets You Add Insult To Injury 


through coniicctiiig with your oppo- 


by Dave Salvator 

E iger I uh.s is hoping you'll slurl a fight 
will) a friend. And they’ve got just 
the thing to .set you off. ’I heir new 
Digital Sinuiltaueous \'niee and 
Data (I')SV[‘)) niodcni allow,s you to 
plavpoinl-lo-point w ith another player on 
most of \ our fas orite Iwiieh games like 
DoomII.DisSCKViILNASCAK 
R\c;inc:. and \V'\i«.:iui’! II among others, 
w ith more on the wav. 

I leadOn’s inslallalioii is fairly .slraighl- 
fonsard. Ihough it’s not a P!ug-aud-P!av 
device, and uses the eser-s exing jumpers 
to set ba.se l/C)addre,s,s and IRQ. 
installalion under Window's 95 rcc|uircs 
tiiat you manuallv add a driser for a 
generic H.4 kbps modem, with which 
I leadOn’s bundled sofhvare can interface. 

According to the sparse documenta- 
tion, a utility is supposed to step you 


neiit. We hit a glitch in our first 
attem])ts to connect w here both plavers 
couldn’t .see the list of games to piav, and 
as a re.sult. w e w eren’t able to get anv 
games going. A new resision of the bun- 
dled Pinion software feed the problem, 
and the units ])erfomied well. 'Ihcre was 
very little latencs' in Doon 1 1 1, though the 
\oiee signal had a perceis ed dela\' of 
about a half-.second. 

I he I leadOn aLso.ship.s with Window.s- 
ba,scd Play! ink .software that nins on 
Windows 3, II and 95, and perfonns the 
.same la.sk as its DOS-based counteqjart. 

1 1 has some nice enhancements like a 
phone book for frequently-called num- 
bers. Playl ink for Window's w'ill work with 
any Windows-based title that supports a 
.serial connection. 


Currently, Riger I.;ibs doesn’t ha\e an 
expected date wiien the I leadOn will 
support DireetPlay— Miemsoft's muti- 
plas ergaming API— under Windows 95. 

An upgraded set of drivers supporting 28.8 
kbps data connections .should be available 
as you read this. Riger’s w eb site includes a 
listing of opponents looking for pla\niate.s.‘t 


^APPEAL: Action gamers eager to 
“reach out and crush someone.” 
^PROS: Bundled 
headset, very little 
latency. 

►CONS: 

Hardware is not 
P’n'P. DOS soft- 
ware lacks phone 
book, and has 
some rough edges. 





“men all together, the*niany excellencies ol The 
Elder.Scrolls: Daggeriall mean that Bethesda is going, 
to be the company detining the- luture of CRPG-ing on"^ 
computers tor some time to come. Wait for this one , 
with bated breath.’’ 
—Strategy Plus 


Actual IGM screens shown. 




.BBS; 301 990-7552 • Fax: 301 926-8010 
Website: http://www.bethsolt.com .y 


...for which you have been waiting! 

Announcing The Elder Scrolls: Daggerfall, 

Bethesda’s latest instailmerit in the Elder Scrolls 
Series and the sequel to the award-winning Arena. 

TES: Daggerfall is the most ambitious computer 
game ever devised. This is no dungeon hack, ho 
bit of fluff with medieval trappings. Daggcrfall’s 
world is twice the size of Great Britain, Oiled with 
people, adventures, and scenery as real as reality. 

This is a world designed to allow you to play the 
game ahy way you want. Be the Hero or tl^e 
Villain... or anything in between. 

TES: Daggerfall is all your favorite movies and 
hooks wrapped up in one package. You will enjoy 
hundreds and hundreds of horn's of playtime in 
your new obsession. 


“This is the game that hardcore-FRPG fans 
have been wailing lor since the beginning ... 
Daggerlalf will Introduce players to a mirror 
land inside their computer that looks and 
feels like real-life...’’ —Trent Ward, PC Gamer 


Dagserfail!" The Elder Scrolls.'" X'^GIne'" and Bad Dog'" are trademarirs.of Media Technology Limited. All other trademarks are the pror 

nirrlfi Rfiartfir Rarvinn tfRI 




UP IN THE HEAVENS, 
ALL.HELL'SABOUTTO BREAK LOOSE. 



From the creators of Master of Orionr Computer Gaming World's 
1994 Premier Award winner, comes the sequel you've been waiting for. 

Banished from Orion, a xenophobic race Lurks in' to face with new alien creatures. Use the multi- 

the darkness. You prayed they would never player feature to challenge friends over a local 

return. But now, in the deepest reaches of outer area network, go head-to-head via modem, or 

space they plan their revenge. Introducing compete in a hot seat game. Whatever you do, 

MASTER OF ORIOhr"!!. Discover new technology. - lead your team cautiously. Because you mpst 
Command detailed tactical combat. Come face ‘ master the ultimate evil-before it masters you. 




.^l=^DPROSE 

For IBM -PC & Compatibles on CD-ROM. 1-800-879-PLAY. , http://www.microprose.com 

" Call 1-800-771-3772 for Information on Game Ratings. ' *-’1996 MicroProse Software, Inc. All rights reserved. 
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Experience 3dai 

demo: http://www.goldtree.com/ 



Purchase - 1 " 800 “ 746“3772 - Get Demo 

Information : Go,ldtr.ee1@AOL.COIVI 


GOLDTT^ 


Min.Req; 486/6^DX, MSDOS ver5+, 'CD-ROM, 100% Soundblaster Compatible, 8 Megs RAM. 
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ii A 

human's nat- 
ural ability 
to quickly 
conceive of 
complex 
spatial situ- 
ations is 
impossible 
for a com- 
puter to 
duplicate. * " 


skG;ir\’ 
Kiis|)ar<)v if 
llicrc'sa 
niiipiilcT 
chess simii- 
lalionthal 
can beat 
iiimrcfjii- 
iarly, and 
he'll likely 
laugh in your face. Rnl if you’re an aver- 
age chess player and lake on a lough 
computer chess opponent, with the diffi- 
culty level set to maxiiniiin, you’ll proba- 
bly end up like me: a very sore loser, won- 
dering jnsi how the game's At did (hat. 

Chess has long been the game which 
has served as the henehmark for A1 rea- 
so!iing. After all, it's a classic game, full of 
subtletj'and challenge, and it’s one of 
mankind’s most difficult games, right? 

I el’s consider the game a little more 
closely- 'Ihe board is a homogenous 
checkerboard of eight hyeiglit squares 
(6d in all), 32 pieces Iregin the game, but 
there are only.sixvarialion,s, and each of 


WHO'S GOT THE BUHON?: With 8,000 differ- 
ent hexagons, and dozens of variables for each 
one, the complexity of Steel Panthers’ At engine 
makes a chess game look like tic-tac-toe. 


llie.se po.sse.ss very simple mo\ ement . 'y.i- • 
restrictions. 

Wdien the Al in your chcs.s game 
begins to contemplate a move, it has the 
Inxuiy of evaluating e\’er)’ possible move 
tor each of its pieces, as well as the proba- 
ble future ramifications of each move, 
'Ihe-se possibilities will most likely be 
mapped out in a min/ma\ decision tree 
allowing the progr.an to decide which 
move offers the maximum possible 
advantage. Ifyou're playing the game at 
miiximnm difficulty, this Al reasoning for 
a single turn might lake several minutes. 

Nou' consider a game like S 
Pani'I ll■;lLS.'^he hoard is SO by lOI) hexii- 
gons in dimension, hiaeh hex isn’t black or 
while, but can be road, de.serl, hill, brush, 
water, bombed or smooth, etc. Instead of 
only six unit types, there are dozeas, each 
with unic|ue abilities, completely flexible 
movement (with restrictions, of course), 
and each with a unic|ue objective in mind. 
'Ihe units must also he concerned with 
other variairles, .such as morale (do jrawns 
suffer a rout due tf) low morale when thev 
encounter a queen?), 'lire le\el of 
compic-xily is “millions of limes 
more complex than in a chess 
game," .says Gary Grigsh); design- 
er of SSIs S'It;|';i. P/\vii ll•:lLS. '’lust 
think about it." 


STEELY PANTHERS 

Ihe A! ronliiies in StI'T;!. 

PAjS' 11 Hues allem])l to do three 
separate tasks: to pick an appnipri- 
ale force for a battle, deploy that 
force intelligently and acinally 
fight Ihe bailie. 


\Vlien deploying the force, the/d rou- 
tines actually do rely on quite a bit of ran- 
domness to offer flic player a different- 
looking force each lime a scenario is 
played, for example, an armored force 
might contain anj'wheie between one 
third aird two thirds tanks, kach nationali- 
ty also uses a different approach to design 
their own fighting force. 

Wlien fighting a battle, there is very lit- 
tle randomness. No matter what side or 
nationalit)’, the game engine irses the 
same core Al, and the overriding mission 
is the quest to secure objective hexes. 
Occasionail)', however, certain flags are 
used to indicate the way a gi\cn nationali- 
ty might react in a certain situation. 

' the only portion of the battle Al which 
relies on randomne.ss is when a compiil- 
CT-contmlled force is on the cicfcnsix c and 
has been driven back from an objective 
hex. In that -Situation, thcAl might lauiicli 
a counter-attack, hut the timing of that 
attack is eomplefelv random. 

"I don’t want to have the Al thinkiirg 
loo imieh,’’ confc.s.ses Grigsbv. “Simplv 
plotting the best path from one end of the 
board to the other for each unit would 
take minutes of computation time, even 
on a fast Peutium.” 1 le points out that a 
human’s natural ability to conceive of 
complex spatial situations in a matter of 
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seconds is impossible for n compiiler lo 
duplicate. 

ON THE BAHLEFIELD 

In the beat of battle, what does Ihe A! 
do? I'br an exiiniple let’s consider a lank 
1 10 unit, and wliat operaliotis il works 
ihnnigb during the course of a single liirn. 

Initially, the unit determines if there is 
need for indirect (artiller)' or air-snpporl) 
fire or smoke. 'Ihis process firsl ii ivolves 
detenniningthe most dangerous unils 
and then oaleriiig the proper iiidirecl 

T he following is a portion of the main Al loop from Steel Panthers, 

coded in C. In the fiist primary process section of this procedure, the 
computer player takes an inventory of the objective hexes controlled and 
determines if that value is less than the number that should be con- 
trolled. If it is, a counter attack might be necessary to retake the lost objectives. 
What follows is one of the only random actions taken by the battle Al {in a series of 
if and else if queries) as it decides what type, if any, of a counter offensive will be 
launched. 

void AlPhase(u8j cRayer) 

{ 

i16ji,f,fhu,h,hqu, mis, c,ct,lu,tgt,stiot,maxMove=3,enemy,foot,afv, endgame, nat; 
i16_t t\ai,x,y,flQpPass,oidShcit; 
u16J action,pass=0,lrg,er9,mov,mineRg; 
boolj moved; 

i16J acc,w8apon,targetPlayer; 
book! firstShot; 

i32_t cChance,vic=0.tolai=0; 

MOUSE_set _pointer(gMouse,MOUSE_HOURGLASS); 

targetPlayer=1-cPl£ver; 

gOnlyWeapon=0; 

II firsl decide if we need to counter attack 
for(i=0; i<21; i++) 

{ 

//SCORE POiN^ FOR EACH OBJECTIVE HEX CONTROLLED 
if(mem->sacon[i]!=cPlayEr) 

{ 

'flc+=mem->sc.val[il; 

} 

total+=mem->sc,val[il; 


if(lota]<1) 

total=1; 

cChance=100'vic/total; 

if(Random(100)<5 && cChance>50) 

{ 

cChance=100; II full counter attack 

} 

else if(cChance>=75 && cCliance<90 && Random(100)<10) 

{ 

cCharce=100; II everyone charge 


else if(cChanM>=90) 

{ 


cChance=cChance/3; II select units charge 


cChance=0; // don't even try 


iitUrck. 

Next, the unit opcii-s np dtivd fire on 
an iippmpriiilc liirget before the mo\ c- 
tnettl |)ltase, since any movement greatl)' 
dcerea,ses lire chance of a direct hit. 
ik'fore aclitally firing, the unit w ill evalu- 
ate all pos.sit)le targets and choo.se the best 
targets, Il won’t waste its lime on a routed 
unit or a .small infaulr)’ unit if there are 
“mealiei” foes lobe had. 

‘'riic eomptiferdoes eheal," admits 
(Trigshy, “aitd knows when a irnit has used 
up all of itsshols.” If a unit has no more 
op[)orlnnil)' fire shots 
lefl, then il might not 
pose a great threat and 
w ill he passed over. 

I' inalK; the irnit 
advances, usnallv 
towards an objective 
hex, but the unit miglil 
clioo.se lo advance 
towards a pai licniariy 
tlueatening enemy 
nnil. Ifllie nnit is not 
art I IQ unit, then 
lielorc it moves il w'ilj 
elieek lo seeifil is 
move llian five jiexes 
away from its leader'. If 
il is, llien moving 
low aids tile ! IQ unit 
might take prece- 
dence over moving 
towards an olijcclive. 
'(lie ])roldem ari.ses 
vvlien a lank rniglit 
I lave advanced aliead 
of its j [Q unit. Does 
llieunit film around 
and retreat, giviirg up 
liaid-wfin gRiund? 

1 low' do you rcsoK'c 
llial eorifliet? 

"You don’t,” .says 
CTrigslvy. "It's noi hard 
fora human to tell al a 
glance whal to do. but 
telling thcAl to figure 
out that silualiou vvilh- 
oul doing something 
.stupid is very diffieull." 

lire Al doesn’t irx' 
lo do fancy tilings like 


an end-run, because the complexity of 
coordinating attacks can cause the Al’s 
integrity lo break down. 

"With an SOxItlO grid," s:i)-s Grigsby, "all 
sorts of weird things can start happening. 
With this Al, an end-mn would he from 
mediocre to really embarrassing, and I 
don't w'aiil the Al lobe hilariously bad." 

TAKING ON THE GRAY MAHER 

Is Si'IvlCi, PanTI IIvKS’ Al a chailenging 
opponenl lor an experierteed player? Not 
really, says Grigsby. "'I lie Imman who 
leanis the system achieves almost a god- 
like stains. An ex])erieneed hiirnan player 
|)laying against Ihe Al will probably clol)- 
i)er il, hut the phi) er still isn’l imninne lo 
threat. 'IlieAl’s not a complete joke. In 
actualit)', I could work for several more 
months oil the Al, hut il would only be a 
marginal im[)rovemenl.” 

In S il':i';i, PanoiiKILS, a chief human 
advantage is the ability lo play a .scenario 
and loam from il, grasping the battlefield 
silnalion and Ihe immediale and long- 
fcnii goals. Re|)laying Ihe .scenario with 
lhat added wisdom gives us llie advaiilage 
of almost p.sychic elaimiyaiiee into ihe 
impending eoinhal situations, and oiir 
odils lorvieioi')' (and oiir self-satisfying 
smirk) arc greatly iiicrea,sed. Grigsby, liow'- 
ever, i.st|uick lo caution: "Most eoiiiman- 
ders in a real life battle didn’t gel to do il 
Iwiec.” 

A HOLIDAY IN GETTYSBURG 

“I’ve never played an SSI game that I 
didn’t beat on the first tf}'."sa)'s jiin Rose, 
executive producer of 
RAiTi.i':La«)i)Nn:Gi':i'iv.siuii«;, "'Ihal 
doesn’t mean that I didn't like Ihe 
game...” 

Jim Ro.se and a lievy of oilier lalcnled 
w'arganici's formerly fioni Avalon I lill 
have learned logellicr loform'liilonsofl, 
which hashi'onghl ns PAl't'l.l/CKtHlNI'): 
GivLiT'Sitiiiuiand RAi'i i.i'KatODNi') 
AiUTlvNNlvS.Gia'IVSRl IRC lets gamers 
c-xperienee the entire ihrce-day struggle as 
a single campaign or play a muiiiliide of 
.skinnishes that make up ihe hallle. 

Unlike 2()ih centnrv' warfare, tlicClivil 
Warwasn’l fought w ith teclinologv’ — in 
fact, the majority of the leeliiiologv'vvas 
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CDniED¥ 

SPM 

THRILLER 


Hll IBrnm full-motiDn uiden. it’s sot the loah and Feel, the characters and 
plot, OF a Feature Film. Hnd it's got you. Jach Fremont — TU trivia seeh luith an 
empty Fridge. Iloui your days oF simpiy matching the screen are over. Vou’ve 
got to observe. Thinh. Decide. Ret. Rnd match your back — every moment, every 
move. ■You've got E4 hours to save the morld. get the girl, and raturn the tuK. 
Horn it ends - and there are ID possibiiities - is entirely up to you. 


So don't Just sit thsre. 


IT’S ¥aun mauE. 


Capeam Dleital Studloe B 3 UiBion in aBBoclatlan uiltir EuDlutlonary PubllshinQ Inc. i 

See it at http://ujmui.cBpcament.cotn 


I FlayUmlon SATURN 


{ Tbif aPFIelil a»l It tinur tMurancB that thii producl neiti tng tt 

hlenaat quality standard arBEORI. Buy gamaa ano BceaaaBriag 191:1 tJN0 

uiitn tnia auti td ba aura that thay ara cBmoitililB Bith tna *• 

BEOB BRiunnt flVBrEm. 


Z CRPCDIB CD., tro. IBBB. IE CBPCHn U.B.R.. inc. RbL RIDHTB RESERVED. FQH NUBT IB a trtdaffltrk OP CRPCOPI CO.. LTD. CRPCDn iB a rBslBtaraO tradaoiarN oP CRPCQPI CO.. LTD. naclntosh la a rasiatarad 
tradBBBrh oP Rpflia Conputer. Inc. PlayBtBtlDn, tna Playstation loao. and tbB P8 Ibbo are IrBdBiiBrha oP Sony Conputar Entartalnniant. inc. Baga and Basa Saturn ara tradanarliB aP BEBR 
ERTEAPPIBEB. uo. Hll rlBhta raBBruad. Fdr any InPornatlpn on tha EBRB rating ana legal dlaclalnar contact tha Entartalanant aaPtaiara RatInB Board at BOQ-PTI'EBRB. 
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TECHNOLOGY 


PAUL SCHUYTEHA 


iinreli;il)lc iincl abysmally inac- 
curate — but fought with the 
hearts and minds of leaders and 
the hearts and hides of the foot 
soldier. Cone are the rapidly 
fluctuating battlefields of S'll'lia. 
Bwiulks. Instead, the terrain 
is littered with lines of wear)' 
soldiers, each figiiling to stave 
off exhaustion as well as those 
on the other side of the Mason- 
Dixonlinc. 

“In most computer 
wargames up until recently,” 
says llose, ‘players could just 
push their troops until they won 
or their tnxips died. 
Ci'Tfn^vBUKC utilizes battle 
fatigue as the cornerstone of the A! proce- 
dures (battle fatigue, iwt marching 
fatigue). In the Ci\il War, troops could 
onl\- handle about a halfday of fighting 
before they were [used up|.” 

Using fatigue as a bedrock Al is.sue, the 



CHESS IS CHILD'S PLAY 

“With an 80x100 grid, all 
sorts ot weird things can 
start happening," says Gary 
Grigsby. The level of com- 
plexity is "millions of limes 
more complex than In a 
chess game." 


designers crafted their /\l to best match 
the peifonnancc and feel of a slow'lv 
churning Ci\il War battle, fatigue creates 
e.xhau.sted troops, and a fatigued brigade 
is at a serious disadrantage in both fire 
combat and melee. 

CHAIN OF COMMAND 

"We fried to keep the Al’s objectives in 
sync with the commaud hierarchy,” says 
R().se. Instead of creating a single Al rou- 
tine to handle all battlefield action, 
Talon.s(>ft chose to model the A! in layers’, 
nnieh the same as the Civil War com- 
mand .structure would have been. 

Initial Al decisions aa; on the meta- 
level. simulatiug the coq>s commander. 

'I he.se directives arc pas.sed “down the 
line” to the di\ision commanders. An 
example would be a broad command 
such as “atlaek the right wing." 

At the division lev el, the battlefield situ- 
ation is reevaluated each hour (of battle 
time, not game time). 'Ihe condition of 


the battlefield, the current orders and the 
stale of the various brigades (fatigue, rout- 
ing, etc.) are all taken info account before 
thcAl attempts anv action. 

Next, each division commander evalu- 
ates his own tn)ops to see if they are all 
w'ithin his command nidiiis. If not, then 
the first step is to order the brigades into 
the control radius. This action may take 
several game turns to accomplish. Once 
mustered, the division begins to advance 
on the objective. Once in position, the 
brigades are deployed, holding one or two 
in re, sene. 

At the brigade level, the meta-objective 
is broken dow'ii into “local objectiv es" 
generally only concerned with the four or 
five hexes to each side of the brigade. The 
brigade then seeks to accomplish the 
local objectives. 

At the division and brigade level of the 
Al, the leadership c|ualilies of the battle- 
field commanders come into ])iay heavil)’. 
Wliiiethe coqjs coiiiinander may issue 





lUMTnivWn 

http^/www.playmatestoys.com 
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PAUL SCHUYTEMA 


ill! order, a division commander may, after 
evaluating the immediate situation, 
diverge from the meta objective. 'Hits 
may take the form of a more “leisiii cly" 
attack if the commander is cautious, or a 
flagrant disregard of orders if too many 
troojjs are fatigued bev'ond useful func- 
tion. In this way, the Cl'mi'SUDitc: A1 
seeks to create a very' real and very' fluid 
flow to the A] processing. “Modeling a 


three-day battle is tougti," admitted Rose. 
“You can only really control the first day.” 

'Ihe designers at 'liilonsoft didn't code 
in any hard and fast nilcs, such as “at this 
time, mount an attack on this ridge." 
hrstcad. they tried to set up situations 
w hich would make those things that actu- 
ally haj)]3cncd in the battle likely to ha]5- 
pen again, but, as in all “cliaos theory'” 
models, with too many variables playing 
out for too long, you can never- tell 
what the end re,srrlt w'iil be. 
Recattse of the way that they 
chn.se to implement a hierarchical 
/d .stmclure, predicting rc.srrlts past 
the first 3(1 or so hoitrs is next to 
impossible. 

GIVE 'EM WHAT 
THEY WANT 

“Tire otre thirrgwargamers 
always want is a better conr|rutcr 
opponent," confessed Rose. ‘The 
problem is, with grognards, they’ve 



been gaming for 25 years, 
and tlrcy’rc jrrst too good.” 

“1 lore’s the danger too,” 
coirtirrucd Ro.se, “the more 
complicated the Al, the 
more terrdetrey for bugs.” 

Beyond the risk for bugs, 
complicating the Al would 
also slow' down the play of 
the game as the computer 
o|r|3oncnt searches and cval- 
uirtes possibility' after possi- 
bility. 'Iherc comes a time 
w'lien an Al programrrrer 
must simply say “enough is 
cnortgh” and hope tlrat the 
nrles ;tnd ])roccdurcs put 
into i)lacc w'ill offer U[) 
enough challenge aloi-)g w’ith smooth 
giinicplay. 

“I thirrk we've eaptirred the essence of 
eiv'il war tactics itr Gl'rriY'SBURG,” says 
Rose “\Vc achieved far more than w'c 
expected to.”% 
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WOODS" 


A GRAPHIC ADVENTURE 


A SAUCY, SUPER-SIZED MEAU COMBO WITH ALL THE FIXIN'S 

Available for PC and Macintosh. 

Don't walk, run to your nearest software dealer to yet your copy today! Call 8 oo/ 943'3664 for more 
information, or visit us online at http://www.sanctuary.com to order up an out-of-this-world demo CD. 
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CRYSTAL BALL^ 


SCORPIA* ADVENTURE/RPG 




D n the first DAi<K.sh;i';n. writer 
Mike l^iiwson rents a 
house in tlie ho|X's of get- 
ting some work clone. Not 
suqirisingly. the work he 
ends up doing has little to 
do with writing, lie soon 
discoN’crs that nnsterious 
aliens, called Ancients, are 
plotting to take o\er the 
world. ’Ilic) operate from a place called 
the Dark Wbrici, a .sort of mirror image of 
our own. and now here near as pleasant. 


Mike enters the Dark World and e\entu- 
ally puts an end to the .schemes of the 
Ancients. Now. a year later, Mike is hack 
in his home town, recuperating from a 
nervous breakdown caused b\’ his experi- 
ences in stopping the Ancients. He is also 
the number one .suspect forthegniisomc 
murder of a woman he had been dating. 
Before long, Mike learns that the Ancients 
have returned, that they are .somehow 
involved in Rita’s death, and that once 
again, he is the only person who can ,sa\ e 
Iheworicl. 


► INDESTRUCTABLES (nee 

INVULNERABLES) ffom Bullffog/EA 
will be delayed until ’97. Seems 
that the lead designer needed to 
resume his secret identity for a 
while. 

► Buoyed by their success with A 
Complete Waste of Time, 7^^ 
Level's Monty Python & The Holy 
Grail sports a bigger budget and 


more input from the Python cast. 
We were very impressed with 
how Holy Grail integrates 
footage from the movie with 
Terry Gilliam-style animation 
added specifically for the game. 
The Knights Who Say (well, you 
know) should make their frantic 
interactive debut sometime this 
summer. 


HERO REGRESSION 

In Ihe first game, Mike is an adult, and 
while perhaps not on the besLseller lists, 
there is the impression that he is at least 
an established wTiter. Mike 11, on the 
other hand, seems barely out of his teens. 

I lis voice is young, and has an underl)'ing 
whine to it. Mis reactions to everything are 
naive and juvenile, and on occasion, 
dow'nriglil idiotic. I''urther, while he’s been 
lionic for a year, he’s been unable to 
lencw' any old friendships, and has man- 
aged to make only one new friend (w'ho 
isn’t much of one). 

Mike lunv has all the chann, intelli- 
gence, and personality of a used paper 
towel. If the. player weren’t directing his 
actions most of the time. Earth w'ould be 
toast. I lasing to maneuver such a charac- 
ter is in itself a drearv' experience to begin 
with, and we w'oncler w'hv this jerk is the 
person chosen to save tiic world. 

The stoiy itself is hackneyed and hill of 
.stcrcohpcs. 'Ibc police are Epical “dumb 
hick eop-s." Rraclically evcrx'onc met in 
the Nonnal W'oi Id has some dirts’ little 
.secret that eventually comes out during 
the game. Fesv of the characters are in anv 
way ssinpathetic or likable. /\ftcr a while, 
you begin to tliink that mashe the 
;\neicnts have the riglit idea, after all. 

As an ads enture, this is what I think of 


nitwit for a 
hero, a stale 
plot, stereo- 
typical char- 
acters, and a 
bizarre end- 
ing, there 
isn't much to 
like about 
Darkseeo II.p p 


CG 


▲ 






SCORPIA 



COLOR ME DARKLY The best part of Darkseed II Is the artistic 
flow from H.R. Giger's over-active left brain. 



SAID THE ALIEN TO THE FLY You'll have to brave the 
Ancients’ Dark World "parlor" for any chance of saving 
humanity. 

a,s a "slop and go" game. Kirst you ligiirc 
on! how lo gel slavled. 'Ilicn some of the 
game opens up, and what to do is usually 
ob\’ious, for a while. 'Ihcn you come loa 
hall, because nothing new is happening. 
Now \ ( )u have to go back o\’er a lot of old 
ground to find what you missed, because 
iiiilii you do, the game isn’t going to 
pnrgress at all. 

Often, it's a matter ofeonvensation, of 
having to find the right person and talk 
about the right thing. 'Ibis can be irksome 
at limes, e,speeiaily after the Dark World is 
o])en. as now j’ou have twice as many 
people to talk to and twice as much 
ground lo cover. Tlic game isn’t so nnieh 
difficult as tedious and depressing. 

IlicCiger illustrations arc easily the 
best part of DAltK.SI'',l’.n !l. Well-rendered, 
and certainly creepy, they leave you with 
an uneasy leeling.And while some 
images are not especially pleasant to look 



Price: S59.95 
System Requirements: 
PC compatible 486 or 
belter, Windows 3.1 or 
Win 95, 8 MB RAM, 10 
MB hard drive space, 
Windows compatible 
sound card. 
Protection: None (CD 
must be in drive) 
Designer: Destiny 
Software Productions 
Publisher: 
Cyberdreams 
Calabasas, CA 
(818) 222-9348 
Reader Service it: 340 


' lllz(irr{liMgts,Qtiiiilnt(rf(iB 


T he game’s setup and interface are simple. At the top of the 
screen is the hidden menu bar Positioning the cursor there 
makes the bar visible, and you can save or restore the game, 
change game settings, quit, etc. 

At the bottom of the screen is the hidden inventory bar; bringing the 
cursor down there makes the inventory visible. Everything Mike picks up is 
stored here, and there is no way to accidentally drop anything, which is a 
nice touch. 

The cursor itself is cycled by the right mouse button through three basic 
icons: an arrow, a hand, and a question mark. The arrow is used mainly to 
indicate exits; when positioned over someplace Mike can go, it becomes 
four small arrows. Clicking the arrows sends Mike to the new location. 

The question mark is used for finding things to look at or woi1< with. 
When it touches something interesting, it changes to a question mark. 
Clicking that causes Mike to look closer at the item and make some 
remark about it. 

The hand icon is used for picking up or manipulating items on the 
screen, such as switches and the like. When the hand is clicked on an 
object, Mike automatically performs the correct action with it. When the 
hand is clicked on a person, it begins a conversation. 

You can also use the hand on inventory items. Clicking the hand on one 
puts the object on the cursor. The cursor (with item) is then clicked some- 
where on screen to do something. For example, clicking on the carnival 
ticket puts it on the cursor Clicking the cursor on the clown ticket taker 
gives it to him and allows Mike entry to the carnival. 

Moving around town is easy, as there is a map that comes up, with the 
five main locations of Civic Center Carnival, Mike's House, The Diner and 
the business district. Each of the main locations has one or more others 
leading off of it that are reached by walking. There is a similar map for get- 
ting around in the Dark World, and both maps allow for easy passage from 
one world to another 

Saving and restoring can be done at almost any time, and there are ten 
slots for save games. A separate menu lets you adjust the volume of 
sound and music, and, happy to relate, turn on text of conversations. You 
can set for voice only, text only, or both together When using text, you 
can choose to have it disappear by itself after a period of time (slow, medi- 
um, fast) or let it stay on screen until you click the mouse button. 

The game runs cleanly for the most part. It did crash on me once dur- 
ing a return trip to the Underworld, but I avoided doing that a second time 
(only one visit is necessary), and had no other problems. All in all, this is 
a simple adventure game engine that doesn’t get in the way of the story. 
Unfortunately, the story’s not good enough for something to even get in its 
way. Hopefully, Cybertireams will continue to refine this engine for better 
adventure game products. 


upon, none ;irc oulrigiil revolting. It’s a 
piN lliese eerie gni])liies weren ( put to 
u.se in a better game, Ijecatise DARKSFI'.f) 



► Lost in Riddle of Master Lu’s Peru? 
You can get rid of that cursed Emerald 
in Mocha Moche. To keep Ripley alive 
while he hangs over the side of the 
tower (trying to recover a gleaming arti- 
fact from the skeleton niche), use this 


II doesn’t liave mucli going for it othcr- 
\sise. Go rent a copy oiMens at your 
local \'ideo .store instead. % 


simple formula; two vines equal one 
rope, so long as Ripley doesn’t have to 
trust his full weight to them. —Arinn 
Dembo 

► Which monk in Master Lu should 
have which prayer wheel? Keep in mind 
that a monk who knows a certain prayer 
does not need the prayer wheel for that 
virtue.— AD 




Introducing Silent Thunder: A10 Tank Killer II. 24 action-packed missions take you through Central America, 
the Middle East and Korea in one of the most devastating ground attack planes ever created. Huge explosions 
and texture-mapped terrain reduce other flight sims to twisted wreckage. See why PC Gamer Magazine says 
"The terrain graphics are unquestionably some of the the best ever seen in a flight sim." And yes, they are 
real screen shots. Even the big one! 


sitenr 

THUnOBR 


httpi/AAWw.sierra.com 
See your local software dealer 
nr rail 1-800-757-7707 


O Sierra On-Line, Inc.® and/or designate trademarks of, or 
iicensod to Sierra On-Line, Inc. Ail rights reserved. 
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SCORPIA • SCORPIA'S HAIL 


In A Pinch? 

Scorpia Leads The Way Out Of Some Tight Spaces 



S ctim tliaf nnstcrioiis wall 
map ill I’risoncr Ot Icc 
just refuses to open. What 
\ ou need isn’t obvious, nor 
is tlielocalum, and it's hard 
to see, besides. Check out 
the doctor’s office l ers' 
carefully, moving the cursor 
slowly, so you don’t miss 
anything. You’ll get the 
point evcntiiallv. 


tie trouble finding a specimen of his blood 
(a neccssar)’ ingredient to the ritual). 

Since he died rather a long time ago, 
there's no handvcorjjse around to pros idc 
a donation, but perhaps .something else 
can be made to sers'c the puipose. '\ liis is 
where you need to be on the cutting edge, 
and not afraid to do a little \andalisni. You 
can learn a lot from reading books. 

Gabriel Knight 2— So here’s Gabe in 
the dressing room of the opera liousc, 

about to make an 
uirscbeduled 
appearance in 
the perfor- 
niance...provided 
he doe,sn’t gel 
caught, of course, 
'lliiugs will not 
gou'ell if the 
singer catches 
sight of our hero. 
Obvious!}' then, 
Cabc shouldn’t 
be obvious (beh). 
'1 lie first item to 
reflect on is 
clouding the 
issue a bit. then 
ducking out of 
sight, hollow Ibis 
up with an 


Anvil Of Dawn— In the (.indergnnmd 
City, iheres a sleeping imp w ho dreams 
about .spells. Some people would like to 
"listen in” on those dreams and nia\be 
learn some new' magic. Onlv every time 
you pop in, the imp wakes up, and doesii’t 
go back to sleep until you leave. Well, 
maybe if you bad a little time on (in?) your 
hands, yon could keep things (]uiel long 
enough to find out what you w-ant to 
know. I don’t need to spell it out any more 
than that. 

Shaniiara — Adventurers looking to 
raise the ghost of Slcnmin arc having a lil- 


immobilizalion, 
and you'll have tliis problem all taped up. 

Discworld— Kiiiccwind would love to 
get his hands on the fishmonger’s belt 
buckle. \l‘r}' likelv’, vou’ve figured (^ut the 
pmnes and caviar part, but that isn’t quite 
enough in this case. Some jrrc]:) work is 
nccessaiy here, hirst, you'll need several 
hel])inganns (string them along), dben 
you need something that will prov'idc the 
fishmonger with his just desserts. After 
bo(li have gone dowo the hatch (so to 
s))cak). the bell buckle will be }'ours for 
the taking. 

Star'^lrck: A hinal Unity — '^llierc arc 


two wavs to reach the Unilv Device and 
neither are e.speeiall}'ea.sy. Yai can refu.se 
the Chodak escort and go to (he comput- 
er on yourow'n.'nien you can record (he 
Device’s coordinates before the Chodak 
show up again and wipe the data. 'Ibis 
means going through the security room 
twice, but you only have to maneuver one 
person across to the door. 'Ibe other way 
is to go with the CJhodak, then u.se infor- 
mation vou’ve picked up elsewhere to go 
to the black hole, and from (here, about 
30 light years into Romulan space to grab 
the light waves that will piii|)oiiil the 
Device. This, ala.s, means fighting a lol of 
Komiilan shi|),s, as well as finding the right 
course into their territorv', .so you’re really 
better off doing it the other way, 
l')ntonior])h — So St|uire Warrick is 
crawling around the ant bill, and gelling 
nowhere fast, ’I bat’s iiot too surprising, 
since Ibis is one area he can’t conc|ucron 
his own. It's alright to poke around in there 
so vou know the tenitor}', but don’t CNpccl 
to gel much done, beyond learning how 
to slay alive for awhile, No, in this ca.se. 
vou’re going to have to obtain a little aid 
from .some cousins of mine in the arach- 
nid familv, who have, as it were, a world 
wide w eb of their owii.% 



►AOL (new!): Scorpia's Lair (key- 
word; Scorpia). 


►Delphi: GameSIG (Groups and 
Clubs menu), 

►GEnie; Games RoundTable (type; 
Scorpia) 

►U.S. Mail (with a self-addressed, 
stamped envelope if you live in the 
U.S.) 

Scorpia, PO Box 338, 

Grade Station, 

New York, NY 10028 
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by Charles Ardai 


w LIFE IN A BUBBLE Walking around inside your own “bottled time" works better here 
I than the timesuit construct of Buried in Time. Notice the detail in the closeup, right 
I down to the reflection in the water. 

coinniiiiict bar and its inset window for 


displaying detailed animation, is s cr\' 
much a product of 19%, 

Hilt the iinderiying tone of the game 
and the milieu in w liicli it is .set hearken 
back to an earlier era of intcraetiv e stors'- 
teliing, a time when game designers 
aspired to e\'oke the great works of sci- 
ence fietion and fantasy literature rather 
than the .set design of I I.K, Giger or the 
lighting flourishes of Tim Horton. When 
you played the great Infoeom text adven- 
tures, a world grew up around \'oii by slow 
aeerelion, such that by the time the game 
ended yon felt the reality of the game iini- 
vei'se .so palpably that yi ai w ea- si irry to 
have to leave it, I haven't been .sorr\’ to 
leave manv’games in fire last few years; i 
w'as sort}’ to leave Cl iitoNO.MAS'ii'ie 
It’s not that the worlds yon visit in the 
game are strikingly novel — they aren’t— 


or that the story is unpredictable, [•’rom 
the first scene, which shows a young boy 
e.seaping as his city is destroyed by .space 
pirates, you can guess where the plot is 
going to go. Seven |)irale.s were responsi- 
ble for the atrocities, and now. enough 
years later for the boy to hav e gmwii up. 
seven private "pocket” universes are being 
thrown into stasis, one by one. No one 
knows w ho eommissioned the creation of 
the pocket universes, and no one can 
guess why they arc under attack. Unless, 
of course, they’ve seen the game’s open- 
ing sci[ucnce. Rcgardlc,ss, the worlds arc 
richly appointed, the story well-told, and 
that makes all the difference. 

It was Arthur C, Clarke who said. 
“Sufficiently advanced science is indistin- 
guLshable from magic,” and he is riglit 
again here. I'br while some of the pocket 
universes are slick and metallic, full of 


Price: S59.95 
System Requirements: 
PC compatible 486-33 
or better, 4 MB RAM, 
35 MB hard drive 
space, SVGA VESA 
compatible graphics, 2x 
CD-ROM, mouse: sup- 
ports most major 
sound cards. 
Protection: None (CD 
must be in drive) 
Designer; DreamForge 
Entertainment, with 
Roger Zelazny and Jane 
LIndskold 
Publisher; Capstone 
Software 
Miami, FL 
(800) 468-7226 
Reader Service it: 327 


T he late Roger Zela/nv was a 
science fiction writer’s .sci- 
ence ficlion wiitcr, known for 
his tender turns of phrase, his 
(jiiirky characters, and his gift 
for subtle metapliy.sical spec- 
ulation. 'Iliere's blood in mo.st 
ofliislwoks, and a fair 
amount of action in .some, 
but Edgar Rice Burrougbs he 
vva.sn'l. (hven how often computer games 
feature subtle metaphysics and how often 
they feature bloody action, y on might not 
expect to sec 'Zelazny's work used as the 
basis fora computer game — uot when 
there’s still Oavid Drake and i larry 
I hirrison left to adapt, But we’re living in a 
strange lime, w hen both.'\//c'fi Vs. 
Predatonmd Marian Ellison’s / / fcn'c ,No 
I Musi Scream attract game 
designers’ attention. 

It is a pitv that Zclaznv didn’t live lo see 
it. Cl lltONOMAS'lliK is the most consts- 
tently enjoyable adventure game I've 
played in ages. Its a real throwback — and 
I mean that in the best way — to wbal 
adventure games used to be. 


SEVEN UNIVERSES 
IN THE CORNER POCKET 

"ihe graphics and animation are mod- 
em, of course, as is the game’s interface 
and its design. 'I he look on the .screen is 
all polished elirome and airbrirshed fiber- 
glass. The computer-generated characters 
arc a real improvement over flic stiff pup- 
pets used ill games like liUeqrlay’s 
C'lBl'.RlA or Byron i’reiss Miiltimcdia’s 
Tl lli iVlAR’liVs' CHRONtCLl'S. Ev'cil the 
lay'oiil of the screen, with its dm|>dovvn 


REVIEW • CHROHOMASTER 


Zelazny’S 
Legacy 

Saw'ng Time In A Bottle With 
Capstone’s Chronomaster 




CG 
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You are "the King of Beasts," in this incredible 
wildlife simulation. Experience the thrill of the hunt! Sniff out 
prey. Attack the stray buffalo. Pounce on gazelles. Feast on zebras. 

Life is good when you’re King... or is it? Poachers and predators 
abound. Food and water are scarce. It’s 'Survival of the Fittest' in 
the brutal wilderness of the African Serengeti. 

Rule the savage plains. Play 20 different lions, each with a 
distinct personality, talent and kill rating. Complete 20 mission-based 
scenarios which contain exciting, realistic, and deadly challenges. Play 
as a single nomad or control a pride of 5 lions as you go for the kill. 
Radar-style maps locate II varieties of prey. Take a mate and raise 
your cubs into the fiercest pride on the savanna. 

Hone your killer instincts. Master the skills of survival. 
Choose from 5 difficulty levels in the free-form simulation, then domi- 
nate the vast terrain. Fast, fluid 3-D graphics and dynamic sounds cre- 
ate the ultimate simulation. Experience the ferocious power of Lion 
today! Where else can you be rewarded for your animal behavior? 

Visit us on-line 8> http://www.sanctuary.com and 
find out how you can get a demo of LION. 


Available for PC 
DOS/Windows or 
Macintosh CD-ROM 
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ADVENTURE/RPG 


REVIEW • CHRONOMASTER 



► alien anachronisms The various pocket universes you 
I visit combine the familiar with the exotic, as in this “Art 
I Deco meets energy barrier" twist. 


w 




C HRONOMASTER isn’t the 

first Zelazny story to hit 
the silicon screen. 
Some 11 years ago. 
Telarium released an adventure 
game based on Nine Princes In 
Amber iQf the 
Commodore 64, 
Despite a lot of 
dialogue— that is, 





a lot of text, with 
a smattering of 
graphics— the 
game did little 
to capture the 
clever charac- 
ters or the 
depth of 

intrigue so essential to 
Amber, leaving it to die a slow 
death on store shelves. Thankfully, 
the author’s participation in 
CHRONOMASTER was enough that we 
get the real Zelazny this time 
around. 


steel ;iikI fliu)re,sceiil lights, oth- 

ers iirc fanciful and icsemhle the stuff of 
legend, 'llic first world you visit, Urh.s, is 
spit-polished and militaristic: a giant metal 
statue of a warrior looms over flic green- 
er)’ in the city park; armored eorjwes liller 
a battlefield w here a wargame was taking 
place just befirre stasis hit; in a nearby 
warehouse, a bound prisoner stands 

before a firing scpiad, 
three shooteis’ laser 
beams frozen in midair 
a. split second before 
they would hav e oblit- 
eiated him. Tlie sec- 
ond world, ,’\uran,s, is 
.something entirely dif- 
ferent, a Tiitooine-like 
ileserl planet fashioned 
in the style of the 
Arabian Nights. I lore 
you'll find flving car- 
pets, oases, inirseular 
jinn and wiK', snake- 
ehanning nomad.s, 
giant .spiders and 
magic sandals.'llie 
imiversal tool you can)' 
functions as a prs’bar 
on Urbs;onAuransil 
takes ihe form ofa 
magic wand. 

'Ihe other worlds 
you hearofand visit — 
C>abal, I'oriuna, Verdr)',)ungeu, Dyce- 
similarly nm the gamut. Magic .spells work 
on Cai)al; games of chance are the way of 
the world on I'oriuna, 'The only thing 
these worlds all have in eommon is that 
they’ve all been targeted lobe frozen iii 




stasis, Yoiireharaeler, a builder of univers- 
es known as “Korda iheCdironoinasler” 
has been hired by Ihe'lerran government 
of Univeise Prime to hunt down the 
“World Key" at the heai1 of each uniyer.se 
and use it to jnm[>-slart lime again, but 
each World Key has been hidden by that 
uniyerse’s designer, meaning lhat Koala 
has lo take the gr.ind lour, esploring ever)' 
planetar)’ nook and cranny to nnearih the 
gears and levers lhat make each world 
run. 

Korda is able lo move around on 
worlds that have been temporally frozen 
because he carries a .supply of “bottled 
time.’"lhere is a problem, though: auv’- 
liiing he pa.sses iiear gets unfrozen, too. 
So, how is he lo .save the prisoner in the 
Ur[)s warehouse if by merely approaching 
the shooters he will unfreeze their laser 
beams? On Aurans, Koitia needs to cross 
under a frozen roekslide — bill how can 
he, when his pa.ssing under a suspended 
boulder eairses it lo re.siime falling? 

Such piizales are .satishing because 
they spring fmm the stor\’’s underh’ing sei- 
eiiee fielional conceits, rather than jirsl 
being inserted into the slon’ oul of Ihe 
designers’ obligation lo give players some- 
thing lo do. Scicnee fiction has alvv'a)s 
been a liteniture of puzzles: authors posit 
a sel of rules fora hvpolhelieal universe 
and then ask the i|ueslion, ‘AMiat would 
things be like in this universe if it were lo 
exist?" It’s a, shame more .science fiction 
games don’t look lo (heir|jrcmise.s lo 
in.s])ire their puzzles. It is alw ays more 
iiiteresling lo imagine wavs into and oul 
of tricky scra])es that emerge from ihe 
basic premise of a slor)’ lhan il is lo c|iicst 
after some object simply beeairse a char- 
acter )()u meet happens to rei|ue,sl il. 

Not that Cl lUONOMVs-ll'lK is entirely 
free from traditional adventure game filler. 
In one of the game’s sillier puzzles, a half 
dozen jinn ask Korda to bring them “six 
dates of fasliiig,” which liini oul lo he frnil 
emblazoned with eiosscs (repre.senling 
I ^■nt) and pieces of Matzoh (repre,senting 
Passover). There is also a maze; you will 
feel with Korda when he tinds it and .says, 
"Swell! A maze. Sigh.” 

Bnl most ofwhal you find in 
Cl iRONOM/VS'ira is puzzle-craft (nol to 


meni ion dialogue) ofa much higher 
order.'Ihe puzzlesaren’t hard, but they 
have what 1 like lo think of as “hefl,” a cer- 
tain solidity and Imlh lo the situation in 
which they ap])ear that makes them 
memorable. 


THE VOICE OF GOD 

If fine puzzles aien'l enough lo hold 
your alleution, yon may be inlere.sled lo 
know that CUKONOM/VS’ITTI also sports 
fine voice acting. Nol by brent Spiner, 
who is indifferent as the v’engefiil Milo; or 
1 xilita navidovieh, who is awful as the 
voice of Koixia’s spaee.ship, the je.ster; nor 
the various and .sundry bit [dav ers who 
clog up ihe audio track with sorr)' cock- 
ney accents and Sidney Creenslreel 
im[)re.s,sions; bnl by honey-throated l^m 
Perlman, late ofTVs“beaul)’ and the 
bea,sl." whose quiet calm and gravelly 
iiineetinus as Korda will make any listener, 
male or female, want lo roll over and purr, 

Perlman and llie puzzles, plus nifty 
graphics and Zelazny’s eleveme.ss, make 
np for the game’s handful of misdeeds, 
such as ihe typos in Ihe Jester’s encyclope- 
dia and the fact lhal, though ihere is a way 
lo "qnieksave” your position, ihere is no 
way lo load yonr qnieksav e short of quil- 
ting and restarling Ihe game. 

Cl iKONOM/VSiT'.it hearkens lo an earlier 
time, when ever)’ few mouths a new clas- 
sic adventure was minted foryour com- 
puter. 'lhat it is filled with graphic splen- 
dor and beller-thau-av erage acting is all 
ihe more reason lo savor il. In vvlialever 
pocket univ erse he’s gone to, Zelazny can 
be proud.*t 


^APPEAL: Readers of science fic- 
tion, particularly Zelazny’s, and fans 
of old-time adventure games will 
enjoy this quality example of both 
genres. 

^PROS: Strong puzzles that emerge 
naturally from intriguing situations, 
plus the delicious voice of the Beast 
himself, Ron Perlman. 

^CONS: The 
other voice actors 
range from poor to 
merely decent. 

Good as the story 
is, some of the 
puzzles don’t 
quite measure up. 
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“The DIB. ..show 


THE DIRECTID 
ADVENTURE 
NEED TD 


‘An enthralIlinb 


MUSIC CREATE A COMPLETE 
BAME EXPERIENCE.” 


THE DIB IS YET ANOTHER 




ADVENTURE/RPG 


REVIEW • THE DARK EYE 




Price; $49.95 
System Requirements; 
IBM: 486 DX-33 or bet- 
ter processor, Windows 
3.1 or Win 95, 8 MB 
RAM, 65,000 coior 
graphics (at 640x480), 
2x CD-ROM, 16-bil 
sound card, Mac: 
68030-33 or better 
processor, 8 MB RAM, 
System 7,1 or higher, 
thousands of colors 
(640 X 480) graphics, 
2x CD-ROM 
Protection: None (CD 
must be in drive) 
Designers; Russeil 
Lees, Doug Beswick 
Publisher: Inscape 
Los Angeles, CA 90025 
(800) 741-3043 
Reader Service d: 328 




Poe Boy Is 
Bound to Bio 

Is Inscape’s The Dark Eye Naught 
But A Dream Within A Dream? 


by Charles Ardai 

l .seems itppropriale lliat after tlie 
wdiiderfiillyereepyAl.ONI', IN'Illls 
someone slioiilcl piiblisli an 
inlcTcietive prociiiel based on Ibe 
vs'oiic of I'idgai' Allen I’oe. And like 
the 1 1.P. Loveci’tift-inspired games 
from 1-iVlotion (SlL\lX)WOi’'Tllli; 
C’o.MKi'. I’Riso.Mdt oi' Icr;), 'I'l ii-: 
n.sRKi'Ai': from Inscape docs 
have .some merit — l>ul onivin the 
way one loves a fa\ orite author’s pnstlui- 
moiislv piiblLshed last novel, or the ma,s- 
Icrfiil but rough first .sketches of 
Michelangelo’s Srstinc Chapel. ’I'l li'. 

D,\RK I'hi; is an ambitious and l)ra\ c and 
in .some wav's sueecssfiil piece of work, 
but. a little like IWs characters, it’s not all 
there. Imseape takes three of R)c’s stories 
and wraps them up in a frame story con- 
cocted e.speeiallv for liie game. You play a 
mutloneho|)-\vearing gent of the 1800’s 
who goes to call on liis brother, cousin, 
and dotty, [xMiait-painting uncle in their 
dratly old honse. Inhaling rather too 
deeply near Uncle’s jar of paint thinner, 
yon find yourself falling into a trance, 
'llien, peering at a reflection of yourself 
(in a |)a])er knife, a meat cleaver, the eye 
of a dead fish— take your pick), you find 
yourself hurled through time and space to 
land in a strange body. Arc you a man ora 
woman? Young or old? lliat depends on 
where you saw v’onr reflection, and which 
Poe tale you’re unfortunate enough to 
have materialized within. 

POYNTON CLICK 

One po.s.sibiiily is that you hav e 
become the obsessive I'lgaens Rivoton, 
narrator of tliestorv' “Berenice.'’ .'\nothcr 




is that yon have become Berenice herself, 
the sickly young cousin to whom lliis I'i.l? 
is betrothed. Alfernalivcty, yon might land 
in“'llic'lell-lale I leart,” in which ease 
you can lie either tlic murderous young 
narrator or the soup-siniping old man he 
will chop to liloody pieces before the 
night is out. The third po.ssibility is to 
appear in "nie Cask of Amontillado,” 
where the important question iswliieh 
.side of the newly erected brick wall yon 
end up on. In each of these scenarios, the 
opportiinitv' to enter (he head of the vic- 
tim as well as the villain offers a novel take 
on the material; tlie fact tliat yon eventu- 
ally end up playing both parts adds con- 
siderably to the horror. 

'Mie interface is simple; fmm a first-per- 
son perspective, yon point-and-cliek 
through a set of linked rooms, using a vari- 
ctv’ of pointing, grasping, and waving 


hands as movement and interaction icons. 
'Ihere is no inventorv' for yon to keep track 
of; if you can pick an object up, yon have 
to use it or put it down before yon pick up 
another. 'die idea is clearly to have as little 
as possible stand between you and the 
events and atmo.spheie of the game. 

Tiie atmosphere is produced primarily 
by the graphics, which generally take up 
the full screen and arc rendered in the 
vibrant, hy]3er-realisfic style (luitTi ii'; 
SkvI’INUI I CuKS'i' and Mvs'r have made c/e 
r/gtw. Uxeellent music bv’’niomas Dolbv 
eoiiibines with unnerving .sound effects, 
adding to the nightmarish feel. Instead of 
using human actors to play the various 
eharaeters, the game uses .sculpted pup- 
pets with enomions noses. Instead of wall- 
paper, the walls of the house are papered 
with new,sprinl.'niesewcre risky decisions 
on the designers’ part and they might not 
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DETACH AND MAIL TODAY WITH YOUR ORDER! 


^ 1 - 800 - 792-1000 


Mail this card to: COLUMBIA HOUSE CD-ROM DIRECT 
Dept. 2P6, 3109 Canterbury Court 
Bloomington, IN 47404-1498 


■ 

Ipepl.SPB 


KINDERCAHTEN 


numSMABORlffl 


MYST 



RY COMBAT 



CHOOSE ANY 2 CD-ROMs for $9- 


— EA. 


CHOOSE ANY 2 CD-ROMs for 


Columbia House CD-ROM Direct Dept. 2P6, 3109 Canlerhury Court, Bloomington, IN 47404- MOS 
Yes, please enroll me under the terms outlined in this advertisement. As a member, I need buy just 4 more CD-ROMs 
at your regular prices within the next 2 years. 

Send my CD-ROM selections for: (check one only) D PC ( l ) D Macintosh (3) 

Send me these 2 CD-ROMs for just $9.95 each 
plus $1.75 each shipping/handling (total $23.40) 

Write (n Ihn selGClion S's below 


# 

Please check how paying: D My check is enclosed. (BYM/8YQ) 

D Charge my introductory CD-ROMs and future CD-ROM Direct purchases to: (BYN/BYR) 

n MasterCard CD Diners Club CD AMEX CD VISA CD Discover 


Buy your first selection now and have less to buy later! 

Q Also send my first selection (or $19.95 plus $1.75 shipping/handling 
which I'm adding to my $23.40 payment (total $45.10). I then need to 
buy only 3 mo re (instead ol 4) in 2 years. 

# 


Account r;„rnDC' E«n DJIO SigfialufC 

My main CD-ROM Interest is: (check one) (r4a:o Vou am nUa/s Ueo lo choose Irom any caicgoiy ) 


CD Entertainment 

CD Education D Edutainment 

(indudes dvldicr'a titles) 

Q Productivity 







Citv 


Rialo Zin 


Important! Did you remember to choose PC or Mac? Will your selections run on your system? 

Note CoiumDia House reserves trie right to request additional inlormalixi, to limn membership or reject any application, or to cancel any memboiship. 
Olfer limited lo residents of the contiguous United States, ftesidenis ol Alaska. Hawai, Puerto Rico. U S. territories, APO and FPO addresses please 
wrrle for separate oHei Applicable sales tax added to all orders. S96-CDR/2Pfi ©1996 The Columbia House Company 


Take 2 CD-ROMs for ^9^ 


Plus 1 more at great savings! 


(See details below.) 



Phantasmacjoria 

Adventure 5004502 
WIN3.1 or DOS, 486/66, 8mh,M 


King’s Quest VII: 

The Princeless Bride 

Arcade Style 5024401 
W1N3,1 386/33 or MAC LCIII,4mb,M 
I Jumpstart Kindergarten 

■ Children's Ed. 5027/01 

■ WlN3.1386 1mbotMACLCill4mb,M 
The Daedalus Encounter 
Interact. Game 5034707 
WN3.1 486/33 w MAC LCIll, Bmb. M,K 

^c\lj’t-World Wide 
-^'--'"'’Web Directory 

Internet Guido 5049002 
WIN3.1 386, 4inb.M 
The Incredible 
Machines 

Strategy Game 5043302 
WIN3.1 386orMACLCII, 4tnb,M 


Martial Arts Explorer Microsoft Bookshelf ADI'sAth&Sth 

Historical 5043804 Gen. Reference 5009402 Grade English 

WIN3.!3^/33oiMAClM4mb,M WIN3.1 386orMACLCII,4mb,M,K Children’s Ed. 5053301 

Lei's Prelend^^'^ Compton's Encyclopedia WiNlH86®orMAClCIII,8mb,M 

Children's Ed 5056304 Encyclopedia 5046008 ADI's 2nd & 3rd 

WIN3.1 3B6or MAC LCII. 4mb, M Grade English 
Shanghai Great Moments Children’s Ed. 5052006 
Strategy Game 5031802 WiNB.l 486/33 or MAC LCIll, 8mb, M 
WIN3.1 486/33 or MAC LCII, Stub, M Instant Internet Access 


WIN3.1 406 or MAC LCIll, 8mb.M 


Casper Brainy Book 

Children’s Ed. 5048905 
WlN3.1 4864nibofMACLCIII8mb,M Jammit 

Qqq^ II PC Propad included 

Arcade Style 5021506 
OOS 386/33 or MAC LCII, 4mb, M, J, K 
Nascar Racing 
Driving Sim. 5Q01300 



DOS 386/40, Smb.M.J.K 

Woodruff And The 
Schnibble 

Adventure 5037304 
WIN3,1 486, 4mb,M 

Resume Maker Deluxe' 

Home/Personal 5050703 
WIN3.1 366/33, 8mb,M,K,f 

The Lost Mind Of 
Or. Brain 

Children's Ed. 5037502 
WIN3.1 488orMAC LCIll, 4mb,[ 


Golf Digest's Best 

y 

5045208 


Jigest 

Places To Play 


Sports 

WINS.HaS, 4rrb, M 
Allied General 
Strategy Game 5054903 
WIN3.1 486/33, 8mb,M 






How ToSelect CD-ROMs 
ForYoyrSystem, 

Each selection includes the 
following imporlant information; 

' minimum system required, 

' minimum CPU required, 

; mtnimum amount of RAM 

[j peripherals (M=mouse, J=joy- 
K stick, K=keyboard, P=prinler). 

Mechwarfior2 

j< For all titles, the minimm sysiwn 
it requirements reconvnended (tinior.G 

Arcade Style 5043609 

DOS 486/66, 8mb,M 

a SVGA monitor (256 colors), sound 
ft card, 40MB hard drive, double 
n speed CD-ROM drive. Operating 

B Sysiem: DOS 5.0, Windows 3.1 , 

L Maemtosh System 7,0. 

The Sports Illustrated 
Multimedia Almanac 

Sports 50365(14 

WIN3.1 386/25 or MAC II, 4mh,M 


Police Quest: 

Open Season 

Adventure 5002803 
DOS 386 4mb or MAC LC8mb,M 
Cannon Fodder 
Strategy Game 5035506 
WIN3.1 386,4mb,M 
Print Artist 3.0 
Home/Personal 5051404 
7tb Guest WIN3.1 386/25. 4mb,M,K,P 

nnc'?S!n^^TdAr'^ii^?'^i u Jumpstart First Grade 

DOS 386/33 Of MAC LCHI, 4nil), M cnildren’s Ed. 5045901 

AAA Trip Planner 

Travel 5011006 

WIN3.1 386, 4ml), M,P 

McKenzie & Co./^ 

Games For Her 
Adventure 5052808 
WIN3.1 486/50, 8mb,M 
The Civil War 
Strategy Game 5042601 
DOS 386/33, 4mb, M 
Mavis Beacon 
Teaches Typing 4.0 
Typing Tutor 5052402 
WIN3.1 386/33, 4mb, M,K 
Mixed Up Mother 
Goose Deluxe 
Children’s Ed. 5042304 
WIN3.1 386 or MAC LCIll, 8mb,M 
Mindscape Complete 
Reference Library 
Homo/Porsonal 51137106 
WIN3.1 386/33, 8mb.M 
Dr. Ruth's 

Encyclopedia Of Sex 

Home/Pcrsonal 5027602 
WIN3.14e6, 4mb,M^ 

Locus 

Arcade Style 5055702 
WIN3.1486/6GmMACLClll,8mb,M,J,K 

Ice & Fire 

Arcade Style^~T055801 


Internet Guide 5031000 
WIN3.1 386, 4mb.M 
The Complete 
Multimedia Bible 
Bible Reference 5031703 
WIN3.1 386, 4mb, M 
Navy Strike 
Flight Simulation 5051909 
DOS 486/66, 4mb. M, J, K 
How Multimedia 
Computers Work 

WIN3.1 m MAC LCII, 4«b. M SnSMl AmbT”" 
Beer Hunter 
Gen. Interest 5040803 
WIN3.1486or MAC LCIll, 4mb,M 
Trivial Pursuit 
Strategy Game 5027404 
WIN3.1386 or MAC LCIll, 4mb,M 
The Greatest 
Paper Airplanes 
General Interest 5044003 
WIN3.1 386/33 or MAC LCIll, 4mb,M 
Jumpstart Preschool 
Children's Ed. 5051305 
WIN3.1 406 or MAC LCIll, 4mb,M 
Astronomica 
Astronomy 5033600 
WIN3.1 486 or MAC LCIll, 4mb,M 




5004304 


Command & Conquer 

Strategy Game 5050203 
DOS 486/66, 8mb,M 

1001 Really Cool Web Sites 
Internet Guide 5053004 
WIN3.1 386 or MAC Classic, 4mb,M,K 
Outpost 

Strategy Game 5007703 
LVlN3.13S64mb[xMACLCIII8fnb,M 
Bridge Barron 
Strategy Game 5045307 
WlN3.12ffi«MACLCII,ltnb,M 
Explorers Of The 
New World 
Historical 5053707 
WIN3.1 486 or MAC LCIll, 8mb,M 
How Animals Move 
Animals 5041207 

WN3.13e64mborMACLCIl8n)b,M 
The Pagemaster 
Adventure 502700B 



WIN3,1386/33orMACLCII,4mb,M WIN3.1 4a6or MAC LCIll, 4mb, M 

Gone Fishin' 

Arcade Style 5049200 
DOS 386/33, 4iiib,M 

Corel Gallery 


The Ultimate Doom; 
Thy Flesh Consumed 

Arcade Style 5044409 
DOS 386/33, 4mb, M 


.. Clip Art Library 5010301 

Mortal Kombat III < 855 ** WIN3.1 386, (mb, M, K, P, 


FX Fighter 

Arcade Style 5045109 
OOS 486/33, 4mb,M 


Arcade Style 5052501 

DOS 486/33, Smb, M, J, K 
X-Men Cartoon Maker 
Video Interactive 5050901 
WIN3.1 486, 4mb, M 
Berlitz Live Spanish 
Language Tutor 50434G1 
WIN3.1 386 or MAC Classic, 4mb,M 
Superkarts 
Arcade Style 5040704 

DOS 386/33, 4mb, M, J, K 


Beethoven’s 5th 

Music 5053905 

WIN3.1 486 or MAC LCIll, 4mb,M 
How Your Body Works 
Medical Ret. 5044201 

WIN3.1 486 or MAC LCIll, 8mb,M 


CD-ROM DIRECT 


A whole new way to get the most exciting CD-ROMs - 

games, reference, edutainment and more - all at great prices! Just write in the 
numbers of the 2 CD-ROMs you want for S9.95 each, plus shipping and handling. 
In exchange, you agree to buy 4 more CD-ROMs in the next 2 years, at our 
regular prices (currently as low as S29.9S, plus shipping and handling) - and you 
may cancel membership at any time after doing so. What's more, you can get one 
more CD-ROM right now for the low price of $19.95 and have less to buy later (see 
complete details In coupon). 

Free CD-ROM magazine sent approximately every 4-6 weeks (up to 13 
limes a year) reviewing our Featured Selection - plus scores of alternate choices, 
including many tower priced CD-ROMs. And you may also receive Special Selection 
mailings up to four limes a year. (Thai's up to 1 7 buying opportunilies a year!) 

Buy only what you want! If you want the Featured Selection, do nothing - 
it will be sent automalically. If you’d prefer an alternative selection, or none at all, jusl 
mail the response card always provided by the dale specified. You'll always have 14 
days to decide; if not, you may relurn the selection at our expense. 
Money-Saving Bonus Plan. Ilyou continue your membership after 
tullilling your obligation, you'll be eligible (or our generous bonus plan. It enables you 
to enjoy great savings on the CD-ROMs you want - for as long as you decide to 
remain a member! 

10-Day Risk-Free Trial. We'll send details of how Columbia House CD-ROM 
Direct works along with your introductory package. If you're not satisfied, return 
everything within 10 days at our expense (or a (ull refund and no further obligation. 
Act now, membership in CD-ROM Direct may be limited. 

For faster service, use your credit card and call us toll-free 24 hours a day. 


Yes, please enroll me under the terms outlined in this advertisement. As a member, I need buy just 
4 more CD-ROMs at your regular prices within the next 2 years. 

Send my CD-ROM selections for: (check one only) Q PC ( 1 ) HI Macintosh (3) 

„ , , _ Write in the selection #'s below 

Send me these 2 CD-ROMs for just S9.95 each i 1 i 

plus $1.75 each shipping/handling (total S23.40) 


Buy your first selection now and have less to buy later! 

D Also send my first selection for $19.95 plus $1.75 shipping/handling which I’m adding to my $23.40 
payment (total $45. 10). I Ihenneedbuy only 3more(insleadol4)in2years. | | 


Please check how paying: Q My check is enclosed. 
il Will be sent automalicall, II you'd preter an alternaliye seleclion, of none al all, iusl | □ Charge my int.oduclory CD-HOMs and lututa CD-ROM Direct pu.chases tc 
mai the resnonSH nafri alwavs nmuificfl hv tho riate enpcilipri Vnn a kuaue tinuo Id , — . “ — . ’ . — . , — . — ^ 


D MasterCard D Diners Club CJ AMEX LJ VISA D Discover 


(BYM/BYQ) 

(BYN/BYR) 


I My main CD-ROM interest ir 
Q Enlerlainmeni 


: (check one) (Naie: 

D Education 
(inctudes cniklren 


Exp. Dale Signature 

Kj ate always tree lo crioose Irom any category. ) 

C Edutainment CD Productivity 


Cily_ 


_ Stale 


- Zip_ 


1 - 800 - 792-1000 


Dept. 
21 § 


Important! Did you remember to choose PC or Mac? Will your selections run on your system? 

Nolo: Columbia House reserves the right to request additional inlormalion, lo limit membership or reject any 
application, or to cancel any membership. Oiler limited lo residents of trie contiguous United States. Residents ol 
Alaska, Hawaii, Puerto Rico, U.S territories, APO and FPO a ddres ses please write (or separate offer. 

Applicable sales lax added lo all orders. S96-CDR/19GM ®l996ThaColumbiaHouseCompany. 



THE ROSWELL UFO CRASH. 


REVIEW • THE DARK EYE 


A PACKAGE. 

A SERIAL KILLER. 

A GOVERNMENT COVER-UP. 

A MYSTERIOUS WOMAN. 

A MISSING MAN. 

A TERRIRLE SECRET. 

•. \ 

ANO YOU NEEO TO SHAVE. 

IT CAN'T GET ANY WORSE... 



Iiavc worked — l)iil as il [uriisoiil, llicv do. ^biiVc nc\'cr 
.seen a jjanie ihal looks like this one, and once you .sec il 
\oii won't be able to lake your eyc.s off it. So wiial’s wning 
witb liie game? I V.ictically evcr)lhing cl.sc. 


ROUGH CUTS 

As w'itb too many of the new “cNploralion" adventure 
games, the environmeni reeks of emptiness, especially at 
first, l^iit il’s worse liere lhan in mo.st; not only are there 
loo many emply room.s, bnl yon aa'ii’l asked to solve pn/.- 
/les ol any sort, nol even Ihe lame brainleasers mosl 
games n.se as filler. Making matters wor.se, there are hall- 
wav's yon see lhal, lor no ap])arent rea.son, the computer 
doesn’t let you go down; doors the game doesn’t lei you 
open; and ebanieters the game doesn’t let you click on. 
I’A'cn the few objects you nin aeros.s— a meat cleaver, a 
paper knife — the game doesn't let von take. 

i\ow, later on von appreciate wliv the game couldn’t let 
von lake the pajocr knife or the meal cleaver: they have to 
remain where they are for your trances. But when you first 
encounlerlhein and click on them to no avail, yon just 
think the designers have lost their minds. 

I Inlil yon sniff Ihe paint Ibinner, there is nothing what- 
soever lhat yon can do, bnl you can s])end hours figuring 
that onl. Asyoii wander in mounting fnistration, you’re 
also likely to gel dfsoriented due to the game’s inconsistent 
and sloppv design. Usually it lakes two moves to turn your 
character entirely around, bnl in a few rooms it takes only 
one. In one hallway, a door is closed when yon look at it 



I t is tempting to say that Edgar Allan Poe, who was 
orphaned at two, expelled from West Point at 21, 
married to his own 13-year-old cousin at 27, and 
found dying in a Baltimore gutter at 40, had a life as 
grotesque and morbidly compelling as any of his charac- 
ters. But this isn’t so. One of the things that makes Poe’s 
writing so extraordinary is that this wreck of a man was 
able to conjure up characters even more unstable and 
wretched than himself. 

Problem is, what works in literature doesn't work the 
same way in a computer game, because every event 
must be triggered by something the player does. Readers 
of “The Tell-Tale Heart" know the victim gets it while lying 
awake in bed. But how is one to make the old bugger go 
to bed? He sits contentedly eating his supper while you 
walk to every location in the room and try performing 
every possible action. Will looking at the clock do it? No. 
Will picking up the saw do it? No. Will eating some soup 
do it? No. 

Finally, through trial and error; you try looking out the 
window. And, lo, the man goes to bed. Problem solved. 
But now you have to figure out how to trigger each of the 
subsequent events until the story ends, and what this 
requires is more random experimentation. Certainly Poe, if 
he were crafting computer games, would have paced his 
tale better than this. 
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THE DARK EYE • REVIEW 


lioni oiiL' illicit' ill 1(1 open from all ollicrs. In llic ‘“Icll-'liilc 
1 lcart’'sL'(|ucii(.'i.', a coiiiilcrfhal has two bowls on it at the 
start of the sc ene is sho\Mi still holding two bow Is later, 
even thoii"h (he old man has moved both bowls to the 
kitchen table, where thcvalso a[)j)ear. Ihe kitchen clock, 
which has just cliinied midnight, can be seen irom .some 
angles to show a different time. 

nicn. there are all the amateurish design eiioices the 
game is full of. Why ii.se slowdissoKes even- time the play- 
er moves lonvard? Stylish, true, but also slow, and ven- 
annoving. Similarlv, win- have the hand cursor be iilmost 




invisibly ghostly over the main menu, or go through a slow 
unveiling eveiy time it changes form? (Is it going to be a 
left-pointing hand this time ora 'yon ean lake this object” 
haiKl?'\bn jnsi have to wait and .see.) It all adds up to a lot 
ol waiting, a lot offmstration.and verv- little pleasure. 

.'\h, but here's ihe mb; w hat pleasure there is. is fine 
indeed, 'ibii must extract it slowly from ihedro.ss in w hich 
it rests, like lobster meat from a claw, but once on vonr 
fork, how sublime (he llavorl'lb hear notorious author 
William Burroughs recite I’oe’s lines— ihats worth all ihe 
.slow dissolves and eunsor headaehes iu (he world. 

Caven how poorlv ihe game elements are handled. I'd 
rather have seen Tl it: D.ark I'ht: rciea,sed as a video, ora 
non- inleraelive CIO-KOM. But even in its current lorni, 
for all its eiTors and 
shortcomings, (here's 
much to he admired. 

Horror fans iu search 
ofthe groin-pinching, 
hackle-raising real 
ihingwillfiiidacloser 
ajrproximation in'l l It: 
n.vilK I'.W. than in all 
lhee\per(l\-polished 
Sierra titles vou ean 
name.S 


^APPEAL: Deeper and creepier than 
1lTH Hour and Prisoner of Ice, if you 
can handle the serious gameplay 
problems. 

^PROS: A singular, disturbing vision 
equal to the task of rendering Poe's 
nightmare worlds. 

>COHS: Much of the game’s design 
is also nightmar- 
ish: slow dis- 
solves, objects 
which can't be 
taken until later, 
and impassable 
corridors add up 
to a lot ot frustra- 
tion. 
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ADVEKTURE/RPG 


REVIEW • ALIEMS 



Great Movie, 
Bad Game 

Mindscape’s Aliens Proves More Horrible Than Horrifying 

by Martin E. Cirulis 



Price: S79.95 
System Requirements: 
MS DOS 5.0, 486-66, 8 
MB RAM. 20 MB HD 
space, SVGA, 2xCD- 
ROM, Sound Blaster 
compatible, mouse. 
Protection: None 
Designer: Cryo 
Publisher: Mindscape 
Novato, CA 94985 
(415) 897-9900 
Reader Service 329 


crlain ninvias define siil)- 
genres: 200J set tlie I laid SI'’ 
standard for decades, while 
Star Wars became tiie semi- 
nal Space-Opera movie. 
Men u'as so gliastly and 
engrossing, it forever 
changed how movies portray 
man and monster in tire 
dcplli-s of space. Tlic horror 
dredged horn 1 1, 11 Giger’s h’rcudian 
nightmares was powerful enough nialerial 
to inspire a eonipanibb action .sequel and 
the pojjular Dark 1 lorsc comic scries. So. 
you’d think that when .someone finally 
produced a game based on all this great 
work, it would be .something to remem- 
ber. Lhifortunately,Mindseape’sA[,l!';N.S:A 
Comic Rook AiMit'riDiu-',, will only be 
remembered as an example of bow NOT 
to design an adventure game. 

'Ibe premise inAl,i!',NS, while decent, 
isn’t up to Dark I lor.se standards— a clue 
tiiat this game might lie more honible 
than horriMng. With a dLshonorable dis- 
charge for cowardice, )our tough guy cx- 
Colonial Marine i low command,s tliree 
otlier maleontenls on a terra-fonning 
ship. As the only sliip in yonr quadrant, 
you mu.st deviate from your course to 
inve.stigale a mining colony that mysteri- 
ousl)' ceased all contact, except for a dis- 
tress .signal. Sound familiar? Quicker than 
you can .say “been there, done that, ” 
you're down at the colony surrounded by 
intrigue and dripping acid', trying to sur- 
vdv'e while eonducting your investigation. 

NON-SEQUITUR THEATER 

A[.ii:NS revolves around character inter- 
action as mueb as traditional pu/y.le-.solv- 
ing and combat sequences. Often you will 




.shoot, but at least it has pret- 
ty pictures. Nice touches also 
include cxo-skeicton annor, 
the ability to monitor the 
progress and status of fellow 
crew-members, and being 
able to .switch inventory 
items to peo|)!e who need 
them most. 


► FROZEN FRAME Unlike the Dark Horse comic from 
which it spawned, this Aliens is bereft of good 
characters, clever writing or tense action. 


need insight from shipmates or .surviving 
l)a.sc residents, 'ibu choose statements and 
replies fmm a menu of.scvcml possibili- 
lic.s, ranging from useful to lame. 
Unfoilnnatcly, there’s not much conversa- 
tional choreography. You receive useful 
replies that hcarlitllc icscmblance to real 
life conv ersation, unless vou’re heavilv 
medicated. Alikns attempts to portray a 
rclationship/lovc tension between \ou and 
the ship’s angiy doctor, but gems such as 
“1 ,ook, I realize we’ve gol this little thing 
hetvveen us...” (fill in yonr own joke !iere} 
banish any ho|)e of taking il .seriously. 

llidicnlous pu/ylcs defuse any drama in 
the game. Remember the tense scene in 
Men where Ri[)lc\' uses her dead 
Ca])lain's password to access the comput- 
er? Guess what: you do the same thing, 
but — get this — must beat (he computer 
at Reversi in order to access the classified 
files! dhis kind of "adventure game 
schtick’’ pervades most of the game. 

With this kind of fnistration, 1 looked 
forwanl to combat. It's mostly point-n- 


BLOW IT OUT YOUR 
CARGO HATCH 

A[.!i’;NS has "(|nick-iKlirlv” 
written all over il.'llie liny 
manual gives new meaning 
to the word “Useless.” You 
get that sinking feeling v\ hen 
the cursor disappears as you pick a reply 
during conversation. Numerous typos and 
continuity errors will leave you feeling like 
joel and the Robots digesting “Attack of 
the Rye Grcaturcs.” Primitive screen 
drawings slow simple acts like moving 
inventory items around. Ail 
of these things and more make me think 
that it takes more dediealirin to finish five 
game than anyone took releasing il. If 
you want to spend .some quality time 
with drooling alien monsters, plunk 
down your bucks on back issues of the 
comic in.stead.*fe 


^APPEAL: Only for those who, like 
comic collectois, must have every 
Alien spinoff. 

^PROS: Nice pictures; occasionally 
evokes a mood 
true to Aliens. 

^CONS: Adven- 
ture game 
cliches and bad 
technical execu- 
tion reduce this 
game to carrion. 
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piPi€^’5 — ^ Believe /t or Abt/ 

A two thousand vear old mvsterv 
riddled with daj^er. * 



Are you part detective, part thrill-seekiog adventurer? You’d 
better be! Join Robert Ripley, famed explorer and collector of the 
bizarre, to solve one of the most intriguing true-life mysteries of 
the ancient world. 

Thrust into the year 1936, you uncover a secret plot to rule the 
world using an age-old talisman of mystic power. Now, it's up to 
you to stop the sinister plan of an evil nemesis. But time is running 


bolical death traps and solve mystifying puzzles! Can you survive 
up to 60 hours of incredible globe hopping adventure packed with 
intrigue and danger? 

Explore more than 200 breathtaking and historically detailed 
environments. Interact with over ^0 live video characters. Super 
VGA graphics, a richly textured soundtrack, and breakthrough 
technology deliver captivating realism like never before... Believe It 





out! Race to exotic locations, gathering clues or Not!^ Don't miss out on the adventure of a lifetime! Take the 

to unlock a 2.000 year old riddle. Defy dia- challenge of this revolutionary gaming experience home! 


Available for PC CD-ROM. 
Coming soon for Macintosh. 

Visit us on-iine @ 
htlp://www.sanctuary.com and 
find out how you can get a demo 
of The Riddle of Master Lu 


“...one of those seemingly rare adventure games that manages 
to merge both graphics and story... ” - Strategy Plus 

“Exotic locales, cliff-hanging situations, fast-paced stori^- 
telling. fascinating characters, diabolical puzzles. The Biddle 
of Master Lu seems to have it all. “ - PC Gamer 


' I.M 

SANCTUARY 

WOODS 


ttwil Inc. SiK;nuRrHteasUar«gitlei«airMtnurkM>«rwitaiciifvM4nnUrandIIioSaflctiMry Wood* trn logo an traMmuUcf Sanctuary WocAMtiBiincdIa Cl »S5SancluayWosdiMii^ 
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Admittedly, without SimulEyes"VR, 
PC gaming only requires 
half the equipment. 



Is it you, or is your gaming missing something? If you’re not playing 
with a pair of SimulEyes VR stereo-vision 3D glasses, you’re missing 
plenty. Like true stereoscopic depth perception, stunning realism and, of 
course, that wicked adrenaline buzz you play for in the first place. 

SimulEyes VR delivers it all in a pair of electronic glasses that install 
in seconds and transform your DOS or Windows’" multimedia PC into a 
wildly realistic environment for compatible 3D games. Made by 
StereoGraphics^ SimulEyes VR are lighter and more comfortable than 
head mounted displays, support multiple simultaneous users and run as 
fast as your graphics system can go. And ail for the amazingly affordable 
price of just $179, including Interplay’s"' best-selling Descent'": 
Destination Saturn and two other games. 

Take advantage of all the equipment you were bom with. There’s 
only one way to get the kind of sweaty palmed, dry mouth, wide eyed 
excitement you crave. SimulEyes VR. This you gotta see!™ 

Order your pair for j ust $1 79, or g et the name of 
the retailer nearest you by callin g 1-800-SIM-EYES . 
http://www.stereographics.com 


simyinis'^ 



Discern ond Inlerploy its Itodiitiorks of loteiploy, Int. SisieoGioptiics is o tejisteied ttodemoik ond Sinultjes is o tiodemock of the StefeoGiopkks CoipDiolicn. »ll olket Koilemoiks oie Ike piopeily of Iheii lespeclive owtieii. ©1994 SleieoGiopkks Coipoiolion. 






JEFF JAMES* ACTION 




ii Game 
developers 
are duking it 
out to 
include the 
most fully- 
featured 
game editor 
in their 

products. 93 


bcfoic iiboiit shiircwarc utilities you can 
use to customize games. But a new twist 
is emerging: instead of relying on third- 
parly editors, hacks and cheats, game 
developers are starting to bundle these 
features into the games themselves. 


ABUSE IS LOOSE You Can Customize the level of Abuse 
with Crack dot Corn’s powerful built-in editor 


D( )( )M may have irroven that user-created 
games and scenarios play well with the 
vast majority of gamers, and now' game 
dev elopers arc taking that message to 
heart, 

A irrime example of this new phenom- 


ena is/\BUSt;,from 
Crack dot Com 
(www'.crack.com). 
Instead of forcing users 
to hunt around the 
Internet to find a iisahle 
map or sccnaiio editor, 
Dave Taylor and his 
team have simplv' built 
that fnnctionalitv right 
into the game. Just hpe 
■■^VBUSE -EDrr'atthc 
command line and 
)'Ou’rc read}' to ojien 
}'our owai scenario cre- 
ation factor}', 'lire AbuS!'. 
editor gives you complete control — this 
isn't one of (hose lame-o editors that only 
lets you tinker w'ith a meager few game 
settings. You can create new levels, new 
gniphics and ))erfomi dozeiis of other 
fiinetinns. 


I et’sface il:com- 
I pulcr games 
I aren’t meant to 
I last forever, 

I Oncc vou’vc 
I plavcd }our 
I fav orite game 
I down to the 
I nub, its time for 
I something new. 
'Hie irsual an.svver to this problem is to 
head dow'ii to the local softw'arc sho]3 and 
blow some coin on'llic Next Big'lhing 
to tiy to pot that monitor glow back in 
}'Ourfacc. But ifyour pockets are filled 
with more lint than coin, or there's noth- 
ing on the shelves that grabs }'Our intere.st. 
or you don’t have a fire-breathing 
Pentium to pla}’ the New Hot Game, 
vou’ve got to trv a different approach, 

I lave vou tried breathing new life into 
}'Oiir favorite games b}' tinkering around 
witii them, or by pla}ing other peoples’ 
modified game levels and missions? It’s 
cheap, it’s fun, and it’ll probabl}' teach }'ou 
a lot more about how games work (and 
how to hack them!) than by spending 
more nionc}’ on the latest big thiirg, 

Okav, voii’ve heard me talk 


id Software is closing out the 
Doom saga with a release titled 
Final Doom, containing two new 
master-level Doom episodes. 
Raven Software is following up 
on Nexen’s success with Nexen: 
Death Kings of the Dark Citadel. 
If you dig side-scrolling action 
games like Abuse and 


Broderbund’s Prince of Persia, be 
on the lookout for Silencer from 
SSI. Programmed by Andrew 
Leker (of Jorune fame), Silencer 
takes place in a gritty, cyberpunk 
world reminiscent of 
Bladerunner. Look for Silencer to 
sneak onto the game scene this 
summer. 


THE PLOT THICKENS 

So ihe u.se of game editors is an under- 
standable bonus. N'ow' game developers 
arc getting wise to the additional benefits 
the inclusion of a robust game editor can 
provide. Although Blizzard 
I'intciTainment’s WarcR/VFF II (w'ww'.bliz- 
zard.com) isn’t an action game, the .suc- 
cess of its included scenario editor could 
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scn c <is ;i lesson to nil gnnic publishers. 
Within a few weeks of its release, avid 
Wlircraficrs had uploaded dozens of 
home-brew scenarios, filling up the file 
arc^s of online .seniees and bulletin 
boards. Anyone who hadn’l played the 
game was suddenly faceel with an 
avalanelie offiles, all of which required 
the original game to function properly. 


get a copy of this game?” 'I here’s nothing 
like free, ennsumer-driven adv ertising to 
promote a prodnel. 

What we’ve touched on .so lav is jus! 
the lip of the proverbial iceberg. Over (lie 
ne.vl year or so, we’ll witness a profusion of 
titles with built-in game and .scenario edi- 
tors. 'Ibis doesn’l mean that third-part)’ 
shareware utilities are going the way of the 
Oommodote \'lC-2(); on theeon- 
trarv, some game-hack developers 
view this new commercial interest 
in their domain as a challenge, 
spurring them on to greater 
heights of hacking and coding. 
Some shareware utilities are 
chock-full of impressiv e ediling 
features, such as l')cePv8.s5, an 
editor that can handle Doom, 
|]liXi;N and I ll-itKllC files with 
aplomb. W'ith DeeP, you can print 
level maps, browse through lex- 
lures and gra|)hies vv ith a kev’jrrc.ss, 
and even embed .sentences on the 
walls and other flat textures. (I.x>ok 
for DeeP v8.35 on most online 
scivices and major gaming web 


ROLL YOUR OWN Hopefully more game developers will include 
scenario editors like the one in WarCraft II, which lets you create 
your own fantasy battles on the terrain of your choice. 


nario editors and designers, a new battie- 
gtDund is emerging on the PC desktop, 
with game dev'eio|)ers dirking it out to 
include the most fullj-fealured game edi- 
tor in iheirown prodnets. Bliz, /aid's 
W'\RCilM''l II may he Ihe current king of 
the scenario ediling hill, hitl the battle is 
far from over. Regardless of what tran- 
spires in this new-found connicl, the 
gamer is the ultimate winner, gtv en more 
freedom than ev er before to customize 
the game environmciil. 

TO INFINITY, AND BEYOND 

Speaking of game edilors, I’ve decided 
to become one m)'sclf. it’s been a prtv- 
clcgc writing a monthly column here, 
and I've had a great time workiiig with 

but i’vc decided In liil lire ICxit but- 
ton and go to the next level. I’m joining 
the staff of a computer gaming magazine, 
where I’m looking forward to "plaving the 
game ’ fnrni the other side. Plea.se wel- 
come long-time CGW'reviewerand 
game journalist par excellence Peter 
Olafson as the new Action games colum- 
nist next month. ’I'hanks forspending 


Confronted with such a .sur|)lu.s of exlra 
game resources, how manv’ gamers do 
vou think decided “1 lev', maybe I should 



sites; I found this latest version in the 
CompuServe Action forum: CO 
ACriON, filename; Dl'lldV, IP). 

With this uevv-fouiid inleic.st in see- 


time with me each month, and I’ll .sec v’oii 
on tire businc.ss end of my Bk’C. I hi|)py 
smoke trails! S 


►Tips For The 
Terminator 

Arnold may have been 
able to wade through 21st Century Los Angeles with impunity 
in The Terminator, but gamers aren’t so lucky in Bethesda 
Softwork's Terminator: Future Shock. To help you kick some 
metal buttinski, here are a few cheat codes to help you on 
your way. 

To activate any of the codes listed, hold down the Alt and the 
backslash key 7" simultaneously during play, and then enter 
the code. 


BANDAID 


Restores you to full health and armor. 


►Duke Cheat 'Em 

If you get stuck in Duke Nukem 3D, try some of these recently 
unearthed cheats. Type them in at any point in the action. Note: 
These cheat codes have only been confirmed for the share- 
ware version of Duke Nukem 3D. 

DNCORNHOLIO God Mode 

DNITEMS Gives you everything 

DNSTUFF Gives you ail weapons and keys 

DNHYPER Gives you steroids 

DNSC0TTY1X Warps between levels; X is the desired 
level. 

DNCASHMAN Throws dollar bills when you press 

spacebar 


FIREPOWER 

ICANTSEE 

NEXTMISSION 

SUPERUZI 

TURBO 


Fills you out with all weapons and 
fCill ammo. 

Gives you night vision. 

Teleports you to the next mission. Voila! 
Supercharges the standard Uzi weapon. 
Speeds up game play. 






^3 H CD S "T" 


B E A R’S 
LEGACY 


Rage into a 
MechWarrior 2 

EXPERIENCE WITH AN 

Clan, over a dozen unconquered 

MISSIONS, FOURTEEN 
AND A VARIETY OF 

ENVIRONMENTS INCLUDING 

UNDERWATER SCENARIOS. 


AVAILABLE NOW ON PC CD-RDM, 


AdiVisioN. 


Activisloti fs i legisierea Iraasmarh of Aclivision, Inc.0 1995 Activision, Inc. Ail ficlils rsservEa. MecIiWatiiar, 
BaitloTeeli and ’Mech ara taoistered irademaiK and fieiMacii, Ghost Bear sfid Ghost Bear's Legacy are trademarks ol 
fASA CORPORATION OISKfASA CORPORATION Wjndows isaiegijta'edtfaaernarkoltheMicrosoIlCorporalion 
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Price: S59.95 
System Requirements: 
IBM Compatible 486 
DX2-66, 8 MB RAM, 
DOS 5.0 or higher, 
SVGA, double-speed 
CD-ROM, mouse: sup- 
ports Sound Blaster 
compatible sound 
cards. 

Number of Players: 1 
Protection: None 
Designer: Cryo 
Publisher; Mindscape 
Novato, CA 
(415) 879-9900 
Readers Service: #330 


Mission Generic 

The Haven Project Boasts Four Arenas Of Mundane Space-Age Action 

by Scott A. May 


ciiiiglil as well 
face the facts: 
Ifarllts future is 
about as briglil as 
tlieslK’cm’are iu a 
grea.s\' diner. At 
least that’s the 
overriding theme 
of most ,sci-fi 
adventure games, 
ineliidiiig Miiidscape’s'l’l li, Il-WI'^N 
PilOji.cr, wliich bcckoii-s you to save 
mankind from a “eniel. forbidding future." 
You’d ha\’e to be inhuman to turn down 
that kind of chal- 
lenge. 

'Ihe back- 
bone of this two- 
CD game is 
pretty generic. 

lt’s227SA.D. 
and l:)arth has 
been invaded bv 
the Amiid.s, a 
race of alien 
eon(|uerors. As 
battlc-w'car\' 
space ace 
Hanny Keller 
(the "Ax-Man”), 
you join a small 
rebel counter- 
offensive, in an 
attempt to rid the planet of alien forces 
and capture the a powerful Armid 
battlecruiser. Once in control, you 
assume the offensive in a .scries of decisive 
space, air and ground battles, ’ I he Armids 
are fomiidable foes, however, aided b\' 
turncoat wca]ron.s magnate Cordon Dark. 
Watch your back, but keep blasting for- 
ward to ensure mankind’s sunhal. 

THE GAME UNFOLDS 

After the stunning first action 
sct|uence, the first thing you notice about 


this game is the linear, iinbranching story 
line. Although llWTtN PitoittCf offsets this 
limitation by sheer volume of missions 
and steadily intensified challenges, it steps 
out of the boots of the adventure realm 
and enten; the pure arcade domain. After 
each battle, vour performance is evaluat- 
ed and scored. I'ailiirc to complete an 
acceptable percentage of presset goals 
forces vou to repeat missions until you 
“pas,s," 

Supplementing the action is approxi- 
matel\'45 minutes of live-action video 
and betwccrKseenc animations. 'Ihe cine- 


matic direction is better than average, 
witli ultra-dark ambiance and stv li/ed 
camera tcchnic|ue.s. The overall sensation 
makes you feel like an active participant 
in an ongoing— albeit non-interactivc— 
mov ie script. 'Ihe acting is ea])able, 
though often stiff and uncvciting. with 
dialogue that could make the most arelent 
sci-fi buff cringe. In other w ords, it’s on par 
with most efforts in the genre. 

BY AIR 

Action’s the name of this game, and 


Tlih; Kavkn PitoH'iCl' uniquely .serves it. 
'Ihc game’s most heavily touted feature is 
its integration of four distinct combat 
modes: .space dogfighting, surface-skim- 
ming land attacks, mech battles, and 
urban shoot-‘eni-iips. Upon closer iwspec- 
tion. the only obvious drawback is that 
each combat mode varies only in small 
degrees, particularly the planet-based mis- 
sions. 

In Ihe airborne missions you have limit- 
ed vertical freedom as you duke it out 
with eneniv bogey's, av'oiding cncni)' laser 
blasts and perfomiing dive-bombing 
offensive strikes. 
Cockpit disiilavs 
include enemy dis- 
tance and. s|jecd indi- 
cators, laser and 
.sliield gauges and an 
adjustable radar 
scope. A vast arsenal 
of rockets, homing 
missiles and the like 
are at your fingertips. 
'Idle action gets fast 
and furious, with 
increasingly crafty 
enemy AI at .suecc.s- 
sive levels. But don’t 
despair— your ship is 
upgrarlcd as you 
progrc.ss. 

BY GROUND 

'I'l 11'', R-WiCN Pr0J1::ci’’s mcchani/cd 
battles are of the up-c!ose-and-personal 
v'arielv. You'll clunk around Ihe mostly 
barren terrain in your clunky metallic 
monkey suit, blasting clunky alien ‘bots 
into oblivion. Isolated outpo.slsadd some 
peck-a-boom tactics to what would othcr- 
w'isc be a simple exercise of point-blank 
in-your-facc annihilism. As the game pro- 
grcs.se.s. you upgrade Mech classes; one 
model even allows you to punch u])|)o- 
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ncnts into .siibniission. It's nil ;in inlcrcsl- 
ing hvist on (iic iisiuil .sliip-ba.sc(l combat, 
but it's i\ fiircn^ from the strategic depth of 
full-blown inccliani/ecl combat (a In 
Activision’s iVlix:i i Wakkk hi 2). And don’t 
c-xpcct the action to resonble the S(.'-l- 
rendcred meehs of the entaway anima- 
tions— that’s just a tease. Actual battles 
arc fought against standard hilmap[)cd 
robots \\ Inch, although well-animated, are 
graphically ehunk}’- 




BY SPACE 

Space dogfighting offers a more liberat- 
ing BbO-degree arena, .sans the abilils’ to 
roll \our shi|) on a Z-axis, like I .ueaxArts’ 
Tik I'kh ri lue Instead, you employ 
straiglitforxvaid tactics— turn. iJoinl and 
shoot —reminiscent of Origin’s VViNG 
Comm, V s'Dl'.R series. Weaponiy and tar- 
geting jjrocedLiies in ilight arc identical to 
"mcch mode," so it won’t take long to get 
up to speed. One nice difference is that 
sou actualls' engage in .some basic dog- 
fighting teehni(|ue.s when you take to the 
stars. 

.Adsanced mis,si(5n.s. thankfully move 
bes'ond mere blasting of enemy lorces, 
calling into play defensive escorts of rebel 
shi|)s and di\ersionar\’ laelics to draw 
.Annid fighters away from a ini.ssion’s main 
focus. Wmgmen also .seranibie to your 
side in missions where yon face siperior 
enemy numbers. 

joystick contR)! is tight and re.sponsive 
throughout, auto-ealibraled by the pro- 
gram before each battle. 1 1 igh-end analog 


f DRY ROASTED Mech-style warfare is one of The Raven Project's three ship- 
based combat modes. 


^nvE O'CLOCK SHADOW Armid commander 
I fight to rule Earth. 

flight sticks are great, but not coni])leteK' 
neccssar\'; all three combat modes can be 
plaved to satisfaelion wilb digital 
gamepads as well. Ke\ board eoniniands 
help you target alien .sjMeccrafi, ‘hols and 
ground inslallalioiis. 

THE EYES HAVE IT 

’Ibc game’s most visiialK’ rewarding, 
but lea.st interaetive combat sequence 
begins the game. 1 lerc' \'ou fly a series of 
pre-detennined ])alhs through a beaiilifiil- 
ly rendered and liighh' detailed B-l") 
mode! of the San Krancisco Bay /Area. You 
can’t control the speed ors ertieal motion 
of ) our craft, but you can choose which 
path to follow, using simple keyboard 
input and a pop-up street map cliyjia). 

Blaze aero.ss the Cokleii Cate Bridge. 
pa.st the museum and through residential 
and commercial streets, all the while 
wasting the .swooping fonnations of laser- 
amied Armid w arriors. 1 he 
mouse is used to move your front- 
mounted laser turret — just point 
and click awa\’ on this wild arcade 
jo\Tide, unhampered b\' ])esh’ 
pedestrians, panbandlers or traffic 
congestion. 

'Ihough tactically simpli.stie, 
this mode offers ])iire arcade 
action with the added luster ol 
absolutely killer graphics and \ e!- 
s’cl-smooth animation. It’s not 
enough to ju.stifv long-term inter- 
est. but it's a kick w hile il la.sts. It’s 
a small wonder whv the designers 
made this the opening treat; such 
daz.zling eve cand\- can’t help hut 


Bolgoz plots your early retirement in the 


draw s’ou into the game, dlie only prob- 
lem is, in contra,sl, the other combat 
modes are .something of a s isiial letdown. 


RAVEN MAVEN? 

Miscellaneous items of interest include 
space, air and ground training siiinilalions, 
where you can practice combat tactics 
against an\' number and t\pe of enemy 
units, Tiik K-wt'.x also features a Tech 
lb)om, w here \ ou can study cnenw 
spacecraft, mcch stRieturc.s and w capon 
ssstems. A.sa\e game option lets s’oustop, 
then rejoin the campaign between mis- 
sions. 

'n IK llWTiN PROjKcr is \\ ell crafted, 
accessible and fun to plas; IjuI liaRll)' 
groundbreaking. Arcade enlhusiasls will 
like the constantly .shifting focus of its 
action, but adsanced gamers demanding 
strategic depth .should watch the .skies for 
more engaging fare.% 


^APPEAL: PC gamers drooling over 
friends’ PlayStation titles will get their 
arcade fix here. A good choice for sci-fi 
warriors who also enjoy a little cine- 
matic flash. 

>PROSi Thoughtfully designed with a 
entertaining mix of mission types, 
between-scene animation and 45 min- 
utes of live-action video. Graphics are 
excellent, with speed to burn, even on 
low-end machines. 

^CON$: Despite its variety, the game 
suffers from gener- 
ic twitch-and-shoot 
repetitiveness. Lack 
of strategic ele- 
ments and branch- 
ing story line ham- 
pers long-term 
playability. 
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Price: S59.95 


System Requirements: 
IBM compatible 486-66 
(Pentium recommend- 
ed), 8 MB RAM (16 MB 
recommended), 256 
Color SVGA, 640 x 480 
color monitor, DOS 6.0 
or Windows 95, dou- 
ble-speed CD-ROM; 
Sound Blaster-compati- 
ble sound card 
§ o( Players: 1 
Protection: None (CD 
must be in drive) 
Designer: Dave 
Georgeson 
Publisher: Domark 
Distributer: Spectrum 
HoloByte 
Alameda, CA 
(800) 879-PLAY 
Reader Service If: 331 


Colder Than Hell 

Aliens On The Rocks Make An Icy Cocktail In Domark’s Absoujte Zero 


equipment into 
ofteasive and clefeii- 
.si\’c \\ea))onr\'. 

Such is ihe impos- 
ing .selling for 
[i)oinarks late, si 
release, Ansoiiriv, 
/l•;KO,an odd blend 
of ingenious ideas 
andnillierciuirky 
gameplay that resiills 
in an experience thal’s 
fun and fre.sh.hul also 
(|uile fnislraling. 



► RIDE OF THE VALKYRIES Valkyries are very fast, but come up 
short in armament. They also have a nasty tendency to fall out 
of the sky if you slow down too much. 


by Paul C. Schuytema 

iinipa, )upiter’s second 
C'-aiilcan moon (the other is 
lo), is a frightfully cold place. 
Some lime in the distant past, 
waler gushed out of the .sur- 
face, miieh like vulcanic lava, 
and proceeded lo free/e in the 
suh-/ero atmosphere. Ihe 
result is a ghostly ice world, 
one where glacial masses shift 
like tectonic [)lale.s. 

Hi.sl forwanl lo (he 24lh centur)'; cold 
fusion drives allow mankind lo move 
freelv around the .solar. system. Water ice. 
asuhslanee luiropa has in ahundance, 
becomes the fossil fuel of the galaxy. I'hr 
over a cenliuy, humankind has had a sub- 
si.slcnce-level foothold on this frozen 
moon, haivcsling the ice and catapiilliiig 
it into orbit using a huge Magl^iiil cannon. 

Prodiielion wus fine, and life was prett)' 
good: Isuropa’s little mining colony .siion 
boomed to ZDO.OOO people. But one day 
an Kl tT(frxlremely I ligh'lcmperalure) 
mining operation drilled into a large cav- 
ern containing a dormant alien race, 
which was not at all plca.sed to be awak- 
ened before noon. Before the miners 
kne\s' what w as 
happening, the 
gme.some aliens 
.sw'anned lo the .sur- 
face, consuming all 
in their irath. 

Distress calls franti- 
cally.shotoul from 
Knropa, hul the 
clo.s'csl mililaiy 
forces wea; over a 
month awa\’. 

For this one loi 
month, the miners 
arc on their ow n, 
fighting tosiirvive 
by transforming 
their ow n mining 


STARTING IN THE COLD 

'Ihe game begins in a drizzle of fmstni- 
tion. 'Ihis DOS title can supposedly be 
installed from Window's 9S (a Window's 95 
version is forthcoming), but I couldn't gel 
it lo work. Once I did gel the game 
installed. 1 had lo struggle lo find the 
.setup screen (the n lai n ial is eompletcK' 
misleading) and struggle lo.sel up my 
Mightstiek Pro— a hug in the calibration 
routine cairsed me headaches until 1 fig- 
ured out that Ihe first lime Ihe program 
told me to “Press the fire hutton." it meant 


“1 lit the Fnlerkey." 

I Inforlunalcly, AltSDl.trnvZKKO's initial 
problems cany' over into the early imrtions 
of (he game. On the w'ay back from your 
first mis.sion your group encounters the 
aliens for the first lime, hut there is no 
mention of the aliens, nor any .sense of 
jranie or pressure whal.soev er. Mru’re the 
first human eier to see a real extra-terres- 
trial and all you hear is “Clo get cm" type 
banter? I’d expect to hear "( )h my god!!! 
Do yon sec what ! see?! Ohhh!" 

In the first mission you also come face 
lo face with the game’s bi/.iirre mission 
.scripting, which forces you to strain sour 
brain figuring out just what Ihe hell you 
arc supposed to do. follow' the Nav points 
and you lose. Follow'yoiir winginan and 
you can't dro|) the pods, so you lo.se. 
Succe.s.s in ABS01,triv;7l’;it() is a thin 
tightrope indeed. Fortunately. Domark’s 
automatic hint option offers up incremen- 
tal hints each lime \ou lose a mission. ! 
would not recommend turning ihe.se 
hints off. 

GEHING WARMER 

I bet with all this hashing, you're 
ex])eeling me to say that this is one CD- 
R( )M that w'ould he best used as a mini- 
ffisbee. But that's not the case — once I 
sloshed tlirough the initial garbage 1 actu- 
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ully found u d;imn fiin gumc lliat offers 
some Inily innoviitive hvisisoii iin iiiifor- 
tunalely slide genre. 

Au.SOl.irii' Zl'RO tiike,syoii (iiroiigli 15 
•seeniirio.s, some consisting of only a single 
mission iind some offering multiple mis- 
sioas. As the giinic progresses, von leani 
more and more about tlie enemy and 
become more ereathc in nnilalingyour 
mining ec|iiipinent into an offensiv e fighl- 
ing force. 

In ii neat twist, you don’t move tlirongli 
llie struggle ;is ;i single proliigonisl, but as 
multiple eiiaracters.dliis adds a level of 
realism to the giime. since rarelv would ii 
single individual be the eomerstone for an 
enlire Ciimpaign. It also allow s v ou to per- 
form in several different eapiieities and 
more importantly, gives the game .some 
emotional depth. 



r 


CHECK YOUR E-MAIL Your cadre of alter-egos awaits, 
each with a tale to tell and an alien to wax. 


I lironglioni ihc game yon keep in eoii- 
taet with yonraller-cgosvia e-mail nies- 
.sages and their private diaries. Along yonr 
salvator)' journey you’ll deal with [jolilies, 
baek-slabbiiig, and even an estranged 
s|X)Use who files for divorce just as you’re 
fighting for yonr life. 

Domark deserves snaps for this unique 
a])proaeli. ’Ibe writing for the diaries and 
e-mail is fresh, relevant, interesting and 
feels like it’s coming from a nni(]ne cliar- 
aeter, 1 felt like 1 was really able to get a 
.scn.se of them as people beyond the .strug- 
gle at hand. 

In addition to the mvriad of char.icters, 
vou participate in a wonderfn! array of 
missions, from straight attack sorties to 
being a simple turret gunner on a ground 


craft to alien capture operations. 

ICY COMBAT 

The missions are carefully thonght-ont 
and wonderfully iialaneed, although 
occasionallv nverscripted. for eximple, 

) on might hear a compatriot v eil, "Wdiere 
the hell arc you?" when you’re right next 
to their ship. Yon also have no control over 
vonrwingmen. in fact, sticking clo.se to 
them is .sometimes the only way to mud- 
dle your way through a mission. 

But the intensity lev'cl becomes (|nite 
dramatic in the heat of battle. In fact. I’ve 
ncvcrsccn a game that offers .such chaot- 
ic and massive furbatls. At limes 1 found 
nivself battling a do/.en ground forces 
with another two dozen ships circling 
above. Unfortunately, this chaos immedi- 
ately exposes an interface flaw: there is no 
“target nearest enemy" feature. This 
means that if you have a standaal jo)'Stick 
you must cycle tiirough all targct.s, in a 
seeminglv’ random order, to lock onto 
v'our target of choice, boriunatelv; if you 
have a'llmistmaster of h’lightstick I’ro 
yon can target the alien in \our crosshairs 
w'itha flick ofthe thumb. 

In several instances, yon have the 
opportunity to play the same scene in dif- 
ferent roles. Yon may be a inrret gunner 
on the ground and then take to the ether 
as a Dragonfly pilot providing air support 
in the same mission. Y)u also llv’ different 
crafts as w ell, from the Dragonfly, your 
generic starfighter, to the hefty Maglx)ck 
(])ictnre a low grav'ity tng-boat) to the 
.speedy and out of control Valkyrie, a .sort 
of super speeder bike. 

Kach shi|) offers up a completely differ- 
ent flving experience, 'lltc Oagonfly is 
powerful and graeefii! w hile the Magl/iek 
is clumsy and rerjuires the u.se of an addi- 
tional set of left/right thnisters to maneu- 
ver ])ro])crly. I'ignring out the best way to 
handle each of the crafts is part of the fun. 

t earning how to fly defensively is 
invaluable in A»S()t,iri'i':/i’;K(); the Shards 
and Web Fliers attack in huge numbers, 
and arc not afraid of ramming yon, 

[‘’luetna ting \ our speed from slow to fast 
w hile w eaving is a great wav' to avoid ihe 
lion’s share of their fire, but make .sure you 
maintain your craft’s minimum speed or 


you’ll find yourself just another frozen 
casualty. 

CRYSTALLINE CRIHERS 

j'Vftcr each mission is completed, )'ou 
return to Ihe "VR'IiinueT that serves as 
the main game interface, i'rom here v ou 
may catch ip on your ca.st of characters 
or cheek in vv ith ihe latest Furopa News 
Network broadcasts. You can also check 
out the latest intelligence on alien tech- 
nology or ontfil you craft for the next skir- 
mish. At one |X)inl yon read about the ter- 
rible nightmares the colony children are 
having, presumabiv because of the stress 
ofthe invasion. Soon, it becomes appar- 
ent that the aliens are in some way psychi- 
cally responsible for these night terrors. 

'Ihc aliens, a fonn of crv'stallinc life, are 
very creepy ereatuics, attacking with a 
hive-like mentality. Faeh mission teaches 
von more about them, and that’s part of 
the pavoff. 

ABSOLUTE HERO 

AtSOl .irn'. is a fresh game, offer- 
ing a nice new .setting (Furopa) and a new 
vva)' to play the tried and tme space o[)cra 
plot of “aliens attack humans.” But the 
designers should be a,shamed of them- 
selves for an ab,solnlely atrocious first 
chapter. Common scn.se dictates that the 
opening scc[uenees of a game (or book or 
movie for that matter) are cnicial; if 
gamers don't have an initial positive expe- 
rience, they may never go back 
1 lopefnily (for Domark), gamers will bear 
with AiiSOl.l nr; /I'lRO’s more than average 
■‘game-patience’’ requirement. ’^Hic thrill 
is here, but like a world made of ice, it’s 
buried down beneath a cold, unfriendly 
surfacc.% 

^APPEAL: Members of the Wing 
Commander crowd who want to experi- 
ence a very different kind of story, and 
have a lot of patienca 
^PROS: Wonderful sense of combat 
over icy Europa and truly unique game- 
play. 

^CONS: Plenty of 
errors and poor 
design, particularly 
in the opening 
sequences of the 
gama 
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WHAT’^YOUR . 

tavonte 

' NEW FEATURE? 



I have to confess; ^ 
My favorite is the automatic 
CD-Player. Whenever I pop in a 
music CD now, Windows^ just 
plays it. I don’t have to fuss around 
with launching a program to do it. 
The CD Player does allow me to 
program the running order and 
skip tracks I don’t want to hear. 
And the system remembers 
it every time. 


m) 

Microsoft® # 
Windows"95 / 



Matt Lake and V^el U-Ron believe that Windows 95 is a system to intimidate, 
not to be Intimidated by. Their book, WShdows 9S: Making U l¥oik For Ybu includes 
a comprehensive approach to Windows 95, incoiporating a look at its technical 
structure with illustrations and a guided tour, plus a \Mndows Fixer section with 
techniques and tips for making Windows 95 do stuff it doesn’t want to do! 


Ziff-Davis Press books are available at fine bookstores, 
or call 1-800-688-0448, exL 372. 



Microsoft, Windows, and Itie Windows logo are registered trademarks of Microsoft Corporation, 
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Price; $49.95 
System Requirements: 
IBM compatible 486- 
33, 4 MB RAM. VGA 
graphics, 10 MB hard 
drive space, 2x CD- 
ROM drive; supports 
Sound Blaster compati- 
ble sound cards and 
Hayes compatible 
modems- 
a of Players: 1-2 
Protection: None 
Designer: Capcom of 
Japan 

Publisher: Capcom 
USA 

Sunnyvale. CA 
408-774-0500 
Reader Service d: 332 




You Lose! 

Super Street Fighter II Falls On Its Face On The PC 


by Elliott Chin 




SiKi;i 


am lliL' I .i/arcl KingofSiKi'.i':r 
i''n;i riKK II. I'xubccii hooked on 
il.s hnilal, heiny-hilliog aciioii 
•siiict: il .swept the arcade world in 
a lliiriyofiippcrciifsaiid jump 
kicks a couple ot'sears a^o. 

I lavint" Slink more Ihan mv lair 
.share of quarters into the ^ame, it 
pains me to ha\ e to sav that 
Capcom s l^C \ crsioii of St'l’tiK 
I l''KUt'ij:Kl[.sucks. 


GOOD NEWS, BAD NEWS 

’I lie good news about SSI'2 for the PC 
is that all I he iealiircs from the coin-op 
version are included. All I6 warriors arc at 
voiir dis|)osal. each with their original 
arras of moses. such as fireballs, heli- 
copter kicks and a slew of other rklieiiions 
martial arts move.s. And the combo .sss- 
tem is intact, although the game is .so slow 
it’s hard to use tlicm {more on that later). 


►take that Poor Ryu isn’t the only one hurting; this game suf- 
fers from poor graphics and a game speed too slow to convey 
the fast-paced action of the arcades 


I'iins familiar with the coin-ops range of 
moves and combos will apj)reciale the 
fact that the game controls have been 
ported over impressively. Capeom's bun- 
dled six-button gamepad, nearly identical 
to an SNMS contiol pad, allows gamers to 
recreate all six punches, kicks and special 


► HAVING A BALL Blanka’s ball attack against British super-agent 
I Gammy might look pretty in this shot, but on screen it suffers from 

1 heavy pixelation. 

moves from the coin-op and game con- 
.sole versions. 

Unfortnnaleiy, once you gel past the 
control .scheme, SurKItSlUIvlTi' h'lCI ftlvlt 

2 loses momenluni faster than those 
Ihidweiser frogs, lurst von 'll notice the 
game’s atrocious low-resolniion looks— 
the fighters have chunky outlines and the 

backgrounds arc too 
pixclated to re.solve, I 
can’t figure out why 
Si)n';itS'!ui;i;i' 
lucifiT.itZlooksso 
bad; it could have 
been rendered in a 
higher resolution, or 
at least made better 
looking in low-res 
mocle. lhc sound i.s 
also unimpre.ssive. 
and way too weak to 
convey the damage 
being wrought on 
the computer 

screen. Punches .sound more like sialic 
lliaii the deep, bass-driven .sounds I 
expected. 

'I he real killer though, is the game's 
speed. Despite low'-res graphics, it crawls 
on a 486-66. /\nd when von turn up I he 
frames per second the game comes to a 


screeching 
halt as you 
wait forago- 
ni/ing seconds 
just to watch 
your character 
throw a jab. 
Sure, you can 
plav at normal 
and even blaz- 
ing s])eeds on 
a Pentium 133, 
but it’s silly to 
require that 

sort ofa machine to play this game. 'Ihe 
minimum requirements are for a 486-33, 
.so it ought to jjlay well on a 48f>-66. right? 
h’orget it. 

TKO OR DOA? 

No matter how you slice it, Sili'KR 
Sntl':i';i' h’ici I I KK II is a shamefn! port of 
an arcade classic. It pains me to .say lhi,s, 
but while other fighting games might not 
be as good in the arcades — many lack 
S’lUIvKr Kicai't'lvlt’s depth — they were at 
lca.st carefully ported over to Ihe PCb 
PlUMM. R\c:t,. which isn’t a verv'good 
game, is far better, and M()inAi,K()Mlt.'M' 
3's PC version is the port b)’ which all 
fighting games should be measured.’b 


^APPEAL: Rghting-game aficiona- 
does who have to have every title in 
their collection, or arcade fans who 
have to see how badly it compares 
with the coin-op version. 

^PROS: Well, it does have the original 
Street Fighter II engine, modem play 
and it retains the proper game con- 
trols. 

>CONS: Atrocious 
graphics, bad 
sound, and slow 
gamespeed cripple 
the game before 
the first round. 
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ZAK’S BACK| 
RESURRECTED 
FROM A LIVING 
DEATH TO PUI^ 
HIS CYBERHERO 
SKILLS TO THE 
ULTIMATE TEST. ^ 
High performance 
graphics and action, 
hot gamepiay and 
music, two CDs of 
action and mystery. 
Like its predecessw, 
Cyberia^ sets the 
new standard. 
http://www.xatrix.com 
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System Requirements: 

IBM compatible 
486DX2-66 or higher, 8 
MB RAM, 12 MB hard 
disk space, 2x CD-ROM 
drive, SVGA graphics; 
supports mouse, joy- 
stick and Sound Blaster 
compatible sound cards 
Number of Players: 1-2 
Protection: None 
Designer; Zombie 
Software 
Publisher: GT 
Interactive 
New York, NY 
(212) 726-6500 
Reader Service: i^333 


Head-Mounted 
Dismay 

A ‘Virtual Reality Sports Game’ That’s 
Destined For The Showers 


by Gordon Goble 

T he i(lc;i behind U)CUS is 
iicliiiilly prcl ly goncl. '1 lirec 
Ic'iiins of hovcrcyclists balllc 
one anolbcr in a futuristic 
sports stadium; the first to 
scoop up a magnetic ball and 
pop it into an enemy goal 
wins. It’s a .SVr/r Whre-meets- 
soceerkind of sport, witli just 
two players per side, lots of 
joiisliug. bill nping and laser-blasting, and 
a 3-D, zero gravity arena where up is 
down and down is sidewaj's. ' 1 Irrow in 
nctv\ork capabilities and the concept gets 
even more interesting. 

But. as we game fans have come to 
appreciate, initial promise often gets lost 
in the traiislalion from dniwing board to 
final prodiicl. Such, unfortunately, is the 
ca.se w ith (IT Intcraclivcs Locus, a game 
lhat looks pretty cool on the .shelf, but 
comes off tough, awkward and unfini,shed 
onscieen. 

I DON'T LIKE THE FEELING OF 
THIS... 

D Kins’ gra\ -on-gray main menu. \\ itb 
bultons haphazardly scattered about and 
odd t\])efaee immediately clues you in to 
this title’s fantastically unattractive nature. 

Il also serv es to illustrate that LnciiS is 
not veiycomple.\. The menus save as a 
logbook in which to access the game’s 
very few statistics and persoiiiil records, a 
betwcen-gaine rest spot, and that's it. A 
few gameplav preference options like w in- 
dow size, keyboard remapping and a \ er\' 
brief backgrounder are also here. 

Where you plav, who \ ou play agaiiwt 
and equipment choices are all pre- 


ordained. It's .so darned easy 
that even those who blLss- 
fiilh’ski]) through manu- 
als and menus right into 
the game {c’mon. be * 
tmthful) won’t find themselves laboring. 

'1 his easy learning curve, as 1 quickly dis- 
covered, is one of the game’s few po.sitivc 
altribules. 

Mill begin alongside your eompelitors 
in an entrj'ehiite lhal leads to the first of 
12 arenas. A Majel Barret-style syitiietic 
female voice announces the countdown 
before impact, and off you go, using the 
keyboard to accelerate and a jovstickor 
mouse to direct your craft (a vciy confirs- 
ing explanation of this is supplied in the 
manual). One button fires your lasers, the 
other activates and deactivates the ball 
magnet on the nose of your cycle. 

After zipping into the arena (each is 
.shaped differently, and they become 
increasingly mure sophisticated), a metal- 
lic ball or two pops up. dhe goal is to grab 
the ball, maneuver it tow ard an oppo- 
nent’s goal (which looks like a hole in the 
ground) and blast it home. 

1 X 1 X 1 X 1=1 

'lire big [rroidem is that I/)CUS’ awk- 
wardness is only amplified during the 
action. Oraphics, while .semi-virtual, con- 
sist of minimally or non-.shadcd polygons 
with barely a hint of lighting. Depth of 
field can at bcsl be described as subtle— 
background art is almost interchangeable 
with solid objects, and a ([iiirky perspec- 
tive messes things up even more. '^Ihcre is 
no dashboard or instniment panel, .save 
for eriide “score bars" at the top and sides 



HAVE BALL W/ILL TRAVEL Locus' sole Imperative is get 
the ball between your magnetic pincers and go! 


of the display. Lven the lasers are plain in 
the extreme— no ex]))osions. no smoke 
and no special effects. 

Win a loiind and you move up to new 
and impnived machiueiy. But no matter 
what you do, the exeitement level remains 
the .same: boring and unimpressive. Cnib 
the ball, drive it home, shoot someone. 
Crab the ball, drive it home, .shoot .some- 
one. /\gain and again you will perionn ibis 
monotonous task, all the while trving to 
decipher why one craft appears to merge 
with another in one instant and cra.sh into 
it the nc-Xt. It’s chaotic to be sure, and, 
a.sidc from .some initial .slimuiation, not a 
heck of a lot of fun. 

Louu.s’ lag line bills itself a,s “a virtual 
reality .sports game." Well, as time march- 
es on. this product may be looked back on 
as the forefather of virlual-rcalily gaming 
for the PC, head mounted displays and 
all. Bight now, though, it’s not much. Not 
much at all.% 


^APPEAL: Action enthusiasts who 
just can't get enough new titles or are 
desperate to use their new head- 
mounted dispiay. 

^PROS: A cooi idea, some brief initial 
thrills, and head- 
mounted display 
support. 

^CONS: Dreary 
interface, ugly, 
confusing visuals 
and repetitive 
gameplay. 





Remember those G-Force carnival rides that whirled so violently someone’s little 
brother inevitably spewed? And that movie where the girl's head spun totally around? 

Kid Stuff. Because in Battle Arena Toshinden, your PC now hurls abuse at you from 
all angles, all at once, for as long as you can take it. A 3-D thrashathon reeling off the 
cooiest graphics, nastiest street-fighting moves and sexiest characters this side of the 
4th dimension, Battie Arena Toshinden puts a whole new spin on gaming. And a whoie 
new warp on your perspective. Because here, the most brutal torture of all isn’t getting 
clubbed, slammed or bludgeoned. It’s walking away from the next fight. 


mKARA^ 

PC CD-ROM 


*111111 ll«li 


http://vwvw.piaymatestoys.com 

Illustration: Tsukasa Kotobuki 

Battle Arena Toshinden and its characters are trademarks of Takara Co., Ltd. 
©Takara Co., Ltd. 1996. All righls reserved 
MS-DOS version reprogrammed by Digital Dialect. ® 1 996 Digital Dialect. 
All rights reserved. 
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Sure, there was life on the Internet 
before TotalAccess' for Macintosh. 

It just sucked. 



Easy, award winning plug-and-play software 
includes Netscape Navigator.’” 

Cheap, fast, uncensored access to the Internet. 

It’s that simple. 



The coolest, easiest Internet access on the planet. 


$ 19.95 per month. Flat rate. Unlimited usage. Free 2 meg Web home page. 
Call now for your free TotaLAccess software with Netscape Navigator.™ 

1-800-395-8425 

Earthlink Network, Inc. 

3171 Lo.s Feliz Blvct, Suite 203, Los Angeles, CA. 90039 Fax (213) 644-9510 
Info via email; info@earthlink.net, live human via email: sale.s@earthlink.net 

Internet access and .software for ^UClNTOSH, WINDOWS, WINDOWS 95, featuring Net.scape Navigator.”' 

HarthLink Network is one of the largest Web space providers in the United States. EarthLink al.so provides 
ISDN, Frame Relay, T1 and other professional Internet accc.ss services. 






TERRY COLEHAN • CLASSICS & PUZZLES 


►One of the most entertaining 
products I’ve seen lately is the 
upcoming Saturday Night Live 
Goes Political, featuring 20 years 
of biting satire. The surprise is 
the more than 20 games in the 
package, inciuding a wiid version 
of “Whack-A-Moie” with Newt 
Gingrich slamming his way 
through the Contract With 
America, and a “Pac-Bili" with 
President Clinton trying to eat as 
many carryout fries as possible 


The 
Discovery 
Channel has 
finally found 
a way to use 
their multi- 
media experi- 
ence to good 
advantage 
in the 
Connections 
game. if 


tual, )ou siniplf don’t 
know what T'Oii’rc missing. 
Regardless of whether 
you’re a fan of the ’IV 
show, or you just like a 
good challenge, yoii’ic in 
luck, because Discover)' 
Channel has captured the 
essence of Burkedoin on 
CoNNi'CnoNS CD- 
ROM. \\Tiat 

CONNliCnoXS really is, is 
ojren to debate. It’s 
described as “an intcrae- 


irs A CD-ROM CLEANSER! 

A MULTIMEDIA DESSERT! IT'S BOTH! 

I f any of Ihis sounds too dr)' or inlellee- 

before alert secret service agents 
wrestle him safely to the ground. 
►In the “no idea is too old to be 
recycled" department, Merriam 
Webster has redone Word Crazy 
FOR Windows CD-ROM. Some of 
the games, particularly the 
“missing Link’’ word-iink puzzies, 
are challenging; but for those 
who have seen games iike You 
Don’t Know Jack, the interface 
and graphics will probably look a 
bit dated. 


live slrateg)' ganie,” as “an 
adventure game" and several times as "a 
mind game." All those elements are there 
to a degree, and the Discover)' Channel 
folks are obsessed with making sure that 
we know it’s “Vlultimcdia,” lest somehow 
we feel the entertainment value might 
hide the mental stimulation aspects. /\nd 
w hite I fear this revelation might tear the 
w idcK’-east marketing net, 

CON.XKCI IONS is really just a superb puz- 
zle game. Allhongh it docs possess the 
obligalor)' MvST-like crispl)-reiidered 
image,s, CONNtCI'lONS avoids the cliches 
of Mulliincdiocrity through a series of 
clever |)u/.zlcs, and a healthy dose of 
james Burke. 

In faci, the best thing about 
CoNNi^cnON.S is that there is veiy little 


enthusiasm and unique lake on the scien- 
tific inelhod-'lhc show was, so successful 
lhat it engendered a best-selling book and 
a well-reeci\’ed ’IV sequel, Coimediom 2. 
and llie original can still be .seen nation- 
wide on'llie I x;aniing Clianncl. 


INNER SANCTUM James Burke may appear anywhere 
from the cozy confines of his office to the inside of your 
teacup to tell you how polythene helped the Allies win 
WWII, or other interesting tidbits. 


D ai ncs Burke is one of those 
miilli-talented people wilh 
.so niiicli energ)' that v’ou'd 
hardh'bc surprised ifhe 
ignored middle age and 
entered the OKmpic 
Marathon. Of course, if 
Burke did actually go lo 
.Atlanta, he’d find time 
betw een heats to discuss 
how Ihe devastation of the cit)’ in the 
Cis'il War somehow iclatcs to current 
advances in hio-tcchnology. or why 
nobody has Georgia peaches wilh Ihcir 
vanilla ice cream aiumore. Aon sec, james 
Burkes great talent is finding connections 
helween things that, to vou and me, .seem 
hopele.ssl)’ nnrelalcd. One of the most 
enduring documcntaiy 'I Y shows of the 
past tT\ () decades was Burke’s 

which blended liLstorical 
fact with cles’cr cliaractcrizations of 
famous artists, inventors and statesmen, 
ail tied together with Burke’s irrepressible 



CLASSICS b PUZZLES 


TERRY COLEHAH 






Price: $49.95 
System Requirements: 

IBM 486-33 or better 
processor, Windows 3,1 
or Win 95. 8 MB RAM, 
256-coior VGA graph- 
ics, 2 MB hard drive 
space, 2x CD-ROM, 
Windows compatible 
sound card, mouse. 
Macintosh 68040 or 
better better. System 
7.0 or better, 8 MB 
RAM, 2 MB hard drive 
space, 640 X 480 dis- 
play color monitor 
(256-color), 
Protection: None (CD 
must be in drive) 
Designer: Some 
Interactive with James 
Burke 

Publisher: Discovery 
Channel Multimedia 
Bethesda, MD 
(301) 986-0444 
Reader Service §: 341 


plot to get in the way of the puzzle.s. 'Ibe 
structure of the ganie looscK’ follow s the 
fomiat of the 4 V show', where Riirke 
draws connections and weaves them into 
“Tlie Web ’’-Burke’s tenn (that he was 
using long before the current fascination 
with the Internet) for all of the combined 
knowledge of luiinankinci. In llie game, of 
course, you arc solving all the [ruzzles and 
making the connections. 

GHOST IN THE MACHINE 

And what pii/ylcs they are! dhe Web 
According to Burke Lsn’t bound by the 
nnnnal laws of lime or plnriics, which 
makes for some inno\ ali\'c-and diffi- 
cult-puzzles, On the first level alone, you 
use techniques llic cc|ual of any hard- 
boiled private eye to uncover hidden safe 
combinations and phone nuinbcrs.dhen 
you don your Mr. Wizard hat and tiy to' 
figure out what an oscilloscope, a sw'ord 
and some phosphorus have in common. 
/As you nrake difficult connections 
between objects, chemical proces.ses, hi,s- 
torica! data and the like, Burke appears, 
and in better than usual multimedia fash- 
ion, congnituiates you and puts your 
achievement into perspective. (/\h, ifonly 
I’d had a virtual Stephen I lawking to help 
me with theoretical plwsics. . .) 

But Burke i.sn’1 the only one w'ith mem- 
orable bits. Wliat’s ironic is that even w'ilh 
no real plot, this ]Xizzle game has nuxe 
engaging characters than the usual 
a-like. Bob the Rqwirman, for example, is 
appropriately crusty until you have some 
money to spend in his shop. What other 



game gis'es )ou )amcs 
Whtt, in\ entor of the stean 
engine, telling you what's wiong witn sour 
steam pump? My fa\orite cameo, though, 
Ls Galileo’s reaction when you tr\' to o])en 
his lunch box. 

/\boul the only real theme, insofar as 
this game can be .said to have one, is the 
triumph ofknow'ledge-ereating oixlerout 
of chaos. So if yon must be a purist aI)oul 
it. CONNKCltONS does work on more 
than one lev el. Chances are, though, 
sou’ll have too much fun adjusting sex- 
tants, firing cannon, baking pies, and 
learning how lawn bowling wived the 
Knglish from the Spanish Armada, to 
w oiT)' much about higher learning. If your 
outlook on life changes a bit, well, that’s 
what good games are for, right? 

SNARED IN THE WEB 

Nothing is ever perfect; ai id somel imes 
the degree of chaos reaches a crescendo 
.sufficient to intimidate even the most 
nimble ofpuzzle-ine/stm'. Certainly, 
CONNtiCnONS requires non-linear think- 
ing. but when you finally solve the puz- 
zles, the process-and the payoffs-arc a lot 
more .satisfying than in games likeTlIi! 
IB’' Hour. Ihc designers were even 
thoughtful enough to include lips ea,sily 
accessible from the interface. I loneslly; I 
can’t even recall a game of Trhial Pmiiit 
that touched on so many topics: archeolo- 
gy', combustion, F.gy'jMian my'th, missile 
trajectory; na\igation-the list goes on and 
on, and none of it w'as boring. 

I'or instance. I’ve always said that 



Tips For Playing Connections 
►The hydraulics puzzle is similar to a 
water maze, where you must control the 
flow of water from the input pipe to the 
meter with no overflow. If you missed 
the hint on the wall, the black arrow on 
each valve means Up=off. Down-or). 
►In level two, the dry goods store is the 
right place to go (buying things/econom- 


KIDNEY PIE & SPAM These well-dressed 
Elizabethan fellows are just as fond of 
condiments as you are. Think about some 
creative things you could do with a bottle 
of ketchup, and It might help your money 
situation. 



lazes arc the last refuge of the lazy or 
ilaicnted designer, 'let. 1 found the maze 
in CoNNK.cnONS actually pictly fun, 
because it was based on the ]>rinciplcs of 
liy'draulics (a subject w'hicli, incidentally, I 
found totally dull in college). Inslantly, I 
became the Mad Plumber, adjusting ihe 
flow' of w'ater w'ithoiit the cynic in me 
slopping lo tliink, ‘Yon know; tliis is a lot 
like flipping levers in an adventure game." 
unlil after 1 liad moved on to the next 
challenge. Such clever hvists enliven the 
enlirc game, without artificially extending 
it. Kven so, CONNKcnoN.s took me 
kjiigcr than I expected to finish, a nice 
suiprLse in this era of the "lO-hour game 
wilb 45-minutes of video’’ pmduct.*fc 


^Fer sons Insight Into 
James Burke and his 
enperlenses In Diaklng 
Conenws, sea our 
Interview on the CG 
Webstle litlp://www 
rdnel.cam/ - ganatng 


►APPEAL: If you thought Jeweis of 
TUE Ofucu or The 11^’’ Hour was neat, 
you’ll be in conundrum heaven with 
this one. 

►PROS: Perfectly captures the sense 
of wonder from Hie original TV series. 
The multimedia clips and acting are 
nice, and James Burke is, well, James 
Burke. A wonderful challenge-the best 
pure puzzle game yet for the computer. 
►COfIS: Even with the hints, there 
aren't many obvious solutions to the 
tough puzzles. Those _ 
wishing for a real 
adventure game may 
be slightly disap- 
pointed, but if you 
accept Connections 
for what it is, there 
isn’t much else to ' 
dislike. 


ics is a recurring theme), but the propri- 
etor won’t take your silver coin. You'll 
need some gold, which means getting 
the rest of the map from the miner. 
There's no other solution, sorry. 

►If you break into the bank only to find 
yourself arrested, don't despair. 
Remember, this is not an adventure 
game: It isn’t supposed to make sense. 
Go with the flow and “dig around" once 
you get to prison. 
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XT' S A IVKIINTID 


Lose yourself in mind-twisting 
gaming situations that challenge 
your logic and capture your 
imagination. 

THE ULTIMATE 
CHALLENGE FOR 
THE CURIOUS MIND 


It's the most recent gaming adventure 
for the curious mind. The challenge- 
solve the puzzles that hold the key 
to seemingly random events and 
re-establish the connections that 
hold the web of time together. 


Discovery 


CHANNEL 


MULTIMEDIA 

Connect with us: http://www.discovery.com 


'' CAN YOU MAKE THE CONNECTION? 




Millions of fans know James Burke and "Connections"— the 
acclaimed and award-winning series on The Learning Channel. 
Now you can win a tour of Burke's favorite spots in London! 
Tour the British Museum and the Tower of London! Enjoy high 
tea at the Ritz! Dine-at the famous Berkeley Hotel! Hang out 
at Burke's favorite pub! 

To enter, grab an entry form from your favorite software retailer and answer the 
following question: What object, pictured on the Connections box, through 
its use of electron beams, Inspired the technology that created television? 

Play Connections. It's a mind game. 

No iUKdiHO is netossoiy to win. Is entei swseiisulies. Hiniilate ao olficial etiuy loim or a 3* i S* catd witfi youi nsme, eddtess.dty. slals. lip code, day aod eventog phone iiwhei and moil lo 
'JAMBBiiRKtTOLrROtlONOON' RO.eiu8Q91Caleliosos.CA giBttSweepstgkeshaginsMaich IBih. I99G and sods Juno 3D. 1996 Drawing will take place on at ahoulJufy 11. 1996.0ffn 
void wheio piohibilcd by law. Grand Ptiie: |l) Grand priia trip lor two la tondan. Englartd. Trip cansisU ol: rormd-lrip tmach airfare lo London from the neatesl nrajar oirpon to winnar's residence. 
E nights first class hotel arxemorodBiions. specialty sightseeing louts in London, sis tiev London liansportalion pass, iranspailalion between the airport and the halei. ail tiavol related sales tai and ser- 
vices and ptalassiorral travel cooidinalion.Fot olfcial tttles at mote inlormatian. send a self.addtassed stamped anvelopa to: JAMES BUDKE OITtcial Rgles. P.9. Bos B693 Calabasas. CA 91372-BE93. 
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CLASSICS i. PUZZLES 


REVIEW • TRITRYST 




Price: S29.99 
System Requirements; 
Windows 95 only; IBM 
compatible 486-33, 
SMB of RAM, 
1MB video card, 3.5 
(loppy drive or 2x CD- 
ROM drive, 
SoundBlaster compati- 
ble sound card. 
Protection: None 
Designer: 
Cinematronics 
Publisher: Virgin 
Interactive 
Entertainment 
18061 Fitch Avenue 
Irvine, CA 92714-9841 
(800) 874-4607, 
(714) 833-8710 
Reader Service d: 334 




Tetris With 
AlVrist 


Virgin Places New Tiles, But Doesn’t Corner The Puzzle Game Market 


by Mark Clarkson 

s you might infer from the 
ii;inic,TluTm.s'i is rcmiiiis- 

tciit ofTKiKis. V)ii pliivb}’ 

pkiciiig colored tiles — 
which arrive in c\'ers' com- 
hiiuilion, .slrcainiiig endless- 
ly up or down one side of 
the screen— onto a 
checkerhoaixl-like play area. 
When three or more of a 
kind line up hori/onlally or vertically (not 
diagonally) those liles disappear. 'Ihe 
more tiles yon can lake out at once, the 
more points you .scorn, and lliere’s a big 
bonus for laking out multiple rows and 
columns. 

You could go on playing forever, clear- 
ing out old liles as new liles ajipcar, exce|)t 
that clumps of unplayable liles lend, like 
bureaucrats and eholesicrol, to accumu- 
late. Some levels, in fad, .si)orl lioles, zigs, 
zags and peniirsulas, creating areas that 
cannot possibly be played on and cleared. 
I'A cnlually you run out of places to drop 
your liles and Ihe game is over. 

’ I iles iLsually appear in groups of three 
in a simple line, but thev also turn up bent 
into I /-shape.s, in Iwos, or even alone, 
dlierc are also bonus tiles which add to 
the value of a row or column cleared, w ik! 
cards which match any tile, and blockers 
which match nothing at all. \\ hich can 
onlv be removed bv building other rows or 
columns adjacent to ihem. 

FIVE-TRYST FUN 

TkiTr^’ST offers five different mctliods 
of plav, including head-lo-head. In the 
“classic" game, \’ou .select a pkning board 
of \'aiving difficulh; from the simjde large 
rectangular board to tougher board bro- 
ken into small sections or skewed in odd 
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'■^TriTijtCSil: Cbaconne.i 































► masonry monotony Progressiveiy challenging levels and eye pleasing shapes aren't 
I enough to counteract the constant repetition of iaying tiles. 


ways, ’llie ‘progressive” game plan's mucli 
the same as the classic, but over a progre.s- 
sion of boards. As you score points, each 
level gi\'es waj’ to the next. I'lnish them all 
and \ou start o\'cr at the first lc\ cl again, 
but this time with more blockers and 
few cr bonus tiles. 

'ibu can pla\- botli classic and j^rogres- 
.si\’e games in citlier of two modes: .strate- 
g\'and arcade. In strategs- mode \ou can 
take just as long as \ ou like to place your 
tiles, carefuih' arranging them for maxi- 
mum plac ability and score. Carnes can 
take minutes or hours. If that’s too sedate 
for \ou, arcade mode throw s combina- 
tions of tiles at sou from the top of the 
screen at a steacK' pace. A sj^ecial arcade 
mode allows head-to-head competition 
over a modem or network. 

TluTitvs’f’s cas\ -to-usc editor lets you 
design your own les els and customize the 
frecpiency of bonus tiles, blocks and .so 
forth, .selecting from five sets of tiles, 


including pebbles, leaves, and butterflies. 
Each tile set has its own backdmp, music 
and sound effects, ’ I hey’ re pretty enough, 
although 1 found some tiles difficult to see 
against their respective backgrounds. 

Tlie miLsie is OK, albeit repetitive. In 
fact, like most solo games before it, the 
whole danied game is essentially repeti- 
tive — that’s part of its lure. If eventually 
induces a zombie-like trance in those sus- 
ceptible to its ehanns. % 


^APPEAL: Less frantic than Zoop and 
fully customizable, TrlTryst can be 
enjoyed by anyone who can wield a 
mouse. 

>PROS: Easy to learn, clean interface, 
fully customizable— 
a solid solitaire puz- 
zle game. 

►CONS: Once 
you’ve seen five sec- 
onds, you’ve seen 
the whole game. 



CG 


APRIL 1996 







pADrj'IOil 

D'oEl'TlNfj 


AN OLD WORLD ! 
A NEW WORLD 


‘95 HARVARD CLP 
COMPUTER CHAMPION, 
outscoreci Chessiiiiistcr 4000, 
M-Chess Pro & Socrates 


Designed 
for Windows 95 


Most powerful 
chess engine 
analyzes 3 times 
more moves 


Extensive library of over 740 
Fischer games, plus 46.000 ? 
historical chess games 


TECHNICAL REQUIREMENTS; 

486 DX33 recommended, 4 MB RAM, 
Mouse. 256 Color VGA Graphics Card 


DOWNLOADABLE DEMO AVAILABLE ON OUR WEBSITE! 

http://www.imotion.com 


l•MoTlON, Inc. 

626 Santa Monica Blvd., Box 4 1 7, Santa Monica, CA 9040 1 
For more info: fOOO) 443-3386 
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StiflsHK, 


K iunt, ■•ug»« 

anr/Mt •'5P|»« 


The eIHM»HM^-selllng simulation of baseball! With 
tt;MMr,.-‘‘ciosdst-to-the-pfate” camera view. You're 
^^ce as close to the action, with the largest strike 
zone In the geme] 


Our complete “stats construction set” Instantly puts 
■very stat and rating under the sun at your fingertips. 
Create unlimited custom stats displays for the , . 
ultimate mana^rlai thrill! j: 


01995 . 


><HarStsl9 
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GEORGE JOKES* SPORTS 


No 

Substitutions 
Aiiowed 


You Gotta Pay To Play With Real Players 
And Teams 


A 


rc \'oii 
likeinc?! 
Ii;i\'c a 
liarcl !inic 

picking 
up a 
sports 


lifl 


can [ 

compete with the nuilti-niiilion-tlollar 
players I read about in the newspaper 
es’ct)' da\’. What fun is plaving against the 
Dallas Cow'hovs if you’re not lining up 
against Ismmill Smith? And how realistic 
can a baseball siiniilalion be if yon bas e to 
pitch to guys named Joe C'.eneric instead 


of Ken C.iiffeylr.? 

PC sports fans have come to adhere to 
Klcctronic Arts' assertion that if it’s in the 
game, it belter be /n the game. If the pla\'- 
ers aren’t real, wc’rc pissed. If the tcanes 
aren't real, vs’c'rc pissed. If Dodger 
Stadium doesn't include LA. .smog and 
sell Dodger Dogs, were pissed. But while 
this clamor for'Ilie Real 'lliing means a 
better experience for gamers, it aLso 
means le.ss pmfit and more headaches for 
computer game makers. 


Fans of Epyx' classic Summer 
Games series, rejoice! Bruce 
Jenner's World Class Decathlon, 
by Interactive Magic, will put you 
back on the track just in time for 
the Summer Olympics, with 3D 
graphics. Fans fearful for their 
keyboard and joystick need not 
worry: Decathlon will use a less 
strenuous golf-like interface,.. 

As mentioned above, Overtime 
Sports, an ABC/Spectrum 
HoloByte subsidiary, has two 
football games in the works for 
the fall: Monday Night Football 



WAIT YER TURN! 

l’\'e aKvaj's taketi licenses fur granted. 
Obviously .someone w'as papng some- 
body for the riglils to all these real players, 


and ABC College Football. Both 
will incorporate real life announc- 
ers, This means Al Michaels, Dan 
Dierdorf and Frank Gifford calling 
the shots in the pro game, and 
better yet, Keith Jackson 
(“Fummmble— and the Aggies 
have the football”) in the college 
game... 

John Madden Football for the PC 
(Electronic Arts) has slipped yet 
again. Rumor has it that this 
time, we’ll have to wait until the 
fall to get a taste of EA Sports 
pigskin on the PC..^ 


but I thought it w'iis n simple pmccss of 
wowing .some Nh’l - marketing guv with ;i 
few raz/,ic-da/yle graphics. Nothing couid 
be further from the Irnlh. Ixach league has 
liceasing reps or teams who mclicnionslv 
cxiiminc ever)’ licensee applicant, and 
they’re surjjiisinglv in the know when it 
eomes to com]niter and video games. 
"Most of them [licensing reps), with the 
exception of \ iajor 1 eague Baseball, are 
fairly sa\Ay and ready for new leehnolo- 
gie.s," sa\s Doug Whalky of Overtime 
Spoils, which is eurrenth’ working on 
ABC Moniw Nica if l'’()()-m.\i,i„ 

Wliy the big league eoncern? Becairse 
major league teams and athletes arc well- 
known pro|)ertie.s, who, like any aelor or 
actress, make a living off their names. 'ilie 
unauthorized irsc of iheir names for ])rofil 
concerns them, as does a cninimv prod- 
uct with their logos all over it. 

'llie NBA is picky in the extreme about 
whom they grant licenses, as is the 
Nh'L— they both have established pnxl- 
nets wil!i huge fan ba.sesalread\’. Ilie 
N1 II.,, on the other hand, a league still liv- 
ing to build popularity, i.s fairh'opeii to 
Nl II rlieensed products. .And from the 
sound of things, .Major I eague Baseball 
has no consistent ideolog\'. as usual. 


■ ■ If 

Dodger 
Stadium 
doesn't 
include L.A. 
smog and 
Dodger Dogs, 


we re 


pissed. if 


THE PROCESS 

Negotiating a license from scratch can 
he a tedious process invok ing the irsiial 


.A 





CEORCE JONES 


■'wliat’s in il for us? ’ l\ |)c disci is.sions. Ifiil llics ’rc uol com- 
pletely single-sided. "We view licensors as siratei'ie [>arl- 
ners." sass Del)bie Pinksion, Marketing Director at 
Accolade (I I vm )ii\i ,i . 5, 1 iNNi'.t ;i';ss \kv K( >ij( ;i i\i''.ss 
96) — "we w ant the real pkn ersand they want the e\])o- 
suie.’’ 

'Ilie bottom line, of course, is inonev. Koyaltiesare 
key— in negotiating a deal w ith Accolade, the Nf'l-will 
base their rc(|Hcsted royalty percentage based on how big 
the eoinpany is and how big a prodiiet relea.se is ])lanned. 
'['he totals quickly add up. “The Nh'L enters negotiations 
a,ssHniing you're going to])ay lO percent to ihcin and the 
NT'I ,RA (Player’s Assoeialiou) in lolal," Whatley states, 
Wdiile this is at the high end of the royalty spectrum (S-IO 
percent is the usual range), even live percent of the profits 
from ever)’ sale is a lot, especially considering today’s mil- 
lion-dollarpnxIuetioMs and 55(t |)riee lags. 

■After negotiations lia\e finished and an agreement has 
been fiiiali/ed, both parties lend lo work off of a 
formal/inlonnal agreement while the deal is fiiiali/ed, 
according to Pinksion. “Innali/ing (he deal can lake forev- 
er, so onee w e gel a w orking agreement done, both parlies 
will work off of a letter of inleni," she says. 

THE GOOD OLD DAYS 

Realizing how' potentially valuable licensees can be lo 
their product, major league teams have really gotten it 
together in order to make the proec.ss as painle,ss as possi- 
ble, 'lake players like lerry' Rice for e\am])lc. who don't 
belong lo the Nl'T.PA, In the past, a companv would have 
had lo approach Rice's agent and negotiate a.separalc 
contract with him if they wanted him iu the game. Rut 
now, the NI' IJ’A takes charge of these instances and has 
already signed special agreements with such play ers. 

b'urlhennorc, organi/ulions like NT'I , Plavcrs Inc. will 
sign up cx-p!avcrs for licensees, ensuring that the old 
guard gets their due, and making life considerabK easier 
for game companies, for their college football game, 
Wdiatiey was able to go stniight to the Cd'A (Collegiate 
football As.sociation) and procure a contract for every 
team (using college players’ names is illegal due lo their 
amateur .status). 

IT'S IN THERE 

Ofeourse, all of this talk about business deals and 
negotiations have me longing to pi ay a different kind of 
game. I’d love to .see an NRy\ 'lycoou kind ol game. 
Wouldn’t il be great to mu vour own leaiii from the biisi- 
nc.ss side of things, worrying about salary' caps, play er 
strikes and. ofeourse, licensing deals. I wonder if you’d 
have to pay a liceii-sing fee to use David Stem? % 
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MAKE UGHTNIIVG 
STRIKE! 


STORM THE DEFBISI 
WITH THE A 
WHIRIWINO! //m 


COLLEGE SLAM 


44 to p coHepe Dowefhniiepcl 

3 moa es of comnetitiw piayi ^ 
_ ^iJmentic college fight son^ 

stoinize playera.i Saw team and player stats! 
Hjng arsenal inclu des whiiiwind dunks ann ai 
gjackboara sm ashes, n et meltdowns anx ct. 
_0P to 16 Players e nter the toumani^ 

_ 1-4 player simultane ous ac^ 

Let it rain from high- 


• GENESIS" 
1" SATURN" 
DOS CD-RONI 


SUPER NES* 
PLAYSTATION 
GAWIEBOY" I 


-scoring hot spots! 


■PlaySlalion" .Saturn” and DOS CO-Ram versions only. 

Trto OHicially Ucensed CoHa^late Product lugajB^a Uadama^rk of If 

trademarks of Saga Enlorptlsos, Ltd. Atl rights tosotvod. PlaySlatIc 
Entertainment, tnc.® & © 1936 Acetaim Entortninmcnl, tnc. Att rigt- 
Screen shots shown arc from the PtaySlation and Super Nos vorsi 


I Cottegiate Licensing Company. Sctiool names, logos, and mascots are the property of iheir 
> property of the Indepondoni Labeling Group. Nintendo. Super Nintendo Entertainment 
of Nintendo of America. Inc. 01091 Nintendo of America.. Inc. Sega. Genesis and Saturn are” 
I is a trademark of Sony Compular Entortainmcnl Inc. Acclaim is a division of Acclaim 
5 reserved. Contact the ESR0 at l•e00•77l-377^ lor more information on game ratings, 
ns of the video game. Fuii motion video Is not available on Super Ncs, Genesis or Game Boy. 
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Price: S59.95 
System Requirements: 
IBM compatible 486 
DX2-66 (Pentium rec- 
ommended), 4 MB 
RAM (8 MB recom- 
mended), Windows 3.1 
or Windows 95, 2x CD- 
ROM, 5 MB hard drive 
space, SVGA (640x480, 
256 colors) graphics, 
mouse; supports 
Windows compatible 
sound cards 
ff of Players: 1 
Protection: None 
Designer: Edward 
Grabowski 
Publisher: Spectrum 
HoloByte 
Alameda, CA 
(510) 522-1164 
Reader Service if: 335 


.ilK 


Winning 

Formuia 


Grand Prix Manager Puts You Behind The Desk Of Formula 1 Racing 




by Gordon Goble 


Y e;ili, sure, open-\vl leeled 
racing is about cirh ing a 
\cr\ fast carat \’cr\ fast 
speeds along wiiuling rib- 
bons of pavement. It’s 
about deking and dniftiiig 
and pushing iuaehiner\' to 
the limit — keeping a cool 
head in some veiy hot eii- 
ciimstances. Still, as any 
entinisiasi knows, the two nr three hours 
of race da\' Irack time is a tins’ fraction of 
tile business, parlicularK' in the elitist, cut- 
ting edge world of konnula 1. 

I'lerc, a competent driser can earn mil- 
lions of dollars annually; teams mav con- 
stitute hundreds of employees; budgets 
arc often asironomical, and new teebnol- 
ogy must be feroeioiisly guarded agaiusi 
eneinv.s|)ie,s.'riic lull .spcctnim of I'l rac- 
ing, from Iroardroom to pit lane, has rareh' 
been explored on the computer, and 
neverlikeSpecInim I loloB\1e's Cr\M) 

Prix \l,\\.\f.i’;iL 

Qualifications? lx.'ts just say that if 
you’re a fan of both lNiwC-\i< 

II und sports simulations like 
^■|«)N■|'P^(:l';.Sl’c tin's 
Ih )( yi liAi ,i , or StH'M-O-Matic 
BAS lUtAM., this may be light 
up your alley. Vou’ll deal with 
eveiylliing from bank loans to 
dri\er and personnel negotia- 
tions tospon.sor.sbip and mer- 
chandising deals. l'',\er\lhing, 
of course, still boils down to 
race da\’. 


crew chief, 
mechanic and .spiri- 
tual guide (well, 
almost), llie only 
lliingj'ou won’t do 
in this fascinating 
exercise is turn the 
wlieel and squasli 
the pedals. 

I lowcver, you will 
be advising 
Schumacher, 

Mansell, or 
whomever von’\e 
managed to sign, on their method of 
attack, w hen to pit, and when to let ‘cr rip. 

A Window.s-based (Windows xl or 
Windows 95) program, most everxthing in 
C'xI’M is icon driven and point-and-click 
fricndlv.w'ith beautiful real-life pi lo- 
iograplis, colorful draw ings and accurate 
.schemalics .serving as backdrops. 
UnfortunalcK, lhi.sicon<!riven interface 
can be a lillle confusing— at limes (here 
arc over ill different icons on llic screen. 


BLIMPY An eagle’ 
action; the control 
to dictate strategy 


MAN WITH THREE HATS 

At llic Irack, vou’ll wear 
.several lials: team manager. 


> SETTING UP THE CARNAGE A detailed car setup 
screen allows Team Carnage to fine-tune their cars for 
the track. 


's eye view keys you in to all the raceday 
panel at the bottom of the screen allows you 
and access data. 

each with their own .set of sublevels. 

Being a new comer, I o])tcd for the 
“rookie ” level, w here 1 could learn the 
n)pcs a little easier. 1 began at the lop, 
.seiecling the powerful Williams team with 
race drivers Damon 1 lill and David 
Ooullhard and test pilot ),C), Boullion. As 
usual, I .skipped a bunch of slcps and 
made a beeline for my first race. Not this 
lime— I was immcdialcK' warned that I 
couldn’t begin a season wilhoiil a sjrarc 
|)arts contract, a tircconlracl and a whole 
lot more. I ,ike it or not, C'.iUM') PlUX 
M,\NACii;R rcc|nirc.s that you lake it serioies- 
iy. ll’s a racing game forslralcgisls. 

Digesting infoniiation as last as I couid. 
I .scanned the manual and ivlerrcd to the 
on-line help. Unfortunately, all I found 
were the basics, and t needed a lot more 
than that. GPM isastralcg\ ganicand 
can't be expected lo gh’caway loo manv 
"clue.s," but gamers will find lliem.scl\es in 
need of much, much more than (he man- 
ual’s meager olfcring, Por instance, what 
does a “D-venled” w'ing do lhal a 
“Vented’’ doesn’t? 
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Tou blasted yo-jr way 
through an onslaught of 
undead marines and 



hell- spav/ned hordes in 
Loom, Ultimate Doom and 

Doom II. Nov; you can Ha 
retire, right? Lrongo 

Seems flesh-eafcirig mutants 
have the mortality rate 

Of a cocskroEoh and are 

alive and kicking in Pinal 
Doom — the last of the HI 

legendary Doom products. 
It’s tv;o nev/ 32-level 
episodes complete with . 



new stories (Evilutionv, ; 
i: The Plutonia Experiment), 
new frighteningly realistic 
graphics and new pulse- 

pounding music. It’s time 
to finish what you started. 





MUTANT Z0MBIES»4 ■ 


,» \ V 


\ 


. http ; //\mi • gt int e ract ive • c om 


■ Oisiribuied by 

GT* Interactive Soflware 

^ l6EAST-iOT}iST..NEWYOFIK,NY tOOW 


r i N A L 

4 . 

End •f story. 


Pinal DOOM'* 01996 Id Sollwsre, Inc. AJI fligtils RcMived. Created and Published by Id SotlwRie, Inc. Dislnixiled by GT Iniersciive Software Coip. All Iradcmarks are the piopcriy of Itvoir rospoctivo companies. 
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SERVICE PROVIDER Grand Prix Manager's pop-up win- 
dows let you check how your cars are doing during the 
race. 


DOLLARS AND SENSE 

I hiving clio.scn Ihc \Villi;iiiis Iciim, I 
Inicl an cxlivinclv lalcniccl crew right from 
tiic .start, bill still had to contend with 
.sonic personnel decisions like wlio to sign 
for next .season, and whether Kngineering 
needed a slaffofKIor 31. 


With SI(),()(H).000 bnniinga hole 
ihningh ni\ |)oekets. I was soon spending 
money fast and loose, and didn't stop until 
my bank balanee hit $3,(KI0,(K)(I. I sivcd a 
bit by going mid-grade in some arcus, but 
for most categories, sneb as spare parts 
and fuel, it v\ as nothing but the Ircst. ,\s 
m\’ advisors said. wh\' blow a race on a 
sboddvbolt? 


I his earl)' in ni\’ career, only a few 
smaller concerns were interested in spoil- 


i 


i". RadiigRtport 


Y ou may not be able to drive 
in Grand Prix Racing, but 
you have plenty of control 
over the action on raceday, 
Most of the screen is devoted to an 
overhead “blimp" view of the track. 
Along the bottom of the screen is a 
complex control panel (you'll eventually 
get the hang of it, where you can mon- 
itor current lap times to the hundredth 
of a second via an inset window, 
remaining tank load vs. laps, tire weai; 
telemetry (speed vs. distance) and cli- 
matic conditions. 

With a convenient slider control, you 
can order your drivers to ease off, drive 
harden watch their fuel or tires, block 
cars, or head for the pits on a 
moment’s notice. You can even fast-for- 
ward through the race and get beautiful 
in-close animations on virtually any on- 
track incident you want. 


s()r,shi[). und fbcvgotvcix' 
smuli rcprc.scnhiiion for 
ibcir ven' small dollars. 1 fig- 
ure I’d rcscrv'c Ihc pmmi- 
ncnl .spots oil flic car’s rear 
wing and driver's bcimet for 
ihc big gu)'.s, who v\ould 
surely bite after our stuiining 
first race victoiy. 1 also spent 
a few' more dollars on a 
team ' I -shirt, jacket and cal- 
endar to keep a high profile 
while on the sponsor iiuiit. 

Ilieii. it was on to 
A <|iiiek cheek of the h'l.A 
rule book fold me that 
active suspension and ABS 
had been banned, so I 
de\'oted mv engineers and 
mechanics to developing a 
pit-to-driver radio (earlv laps 
indicated that our driver 


communication was sorely lacking) and 
also started them working on an in-car 
camcra-.\nd 1 didn’t completely ignore 
active Mispen,si()n— it iiiigbt be legalized 
next season. 

RACER X 

Mucli later (it can take some time to 
gel things .set up just right), tbe essence ol 
mv team had been set. Whining is nev er 
easv, but w ith mv i|ualitv drivers and i|ual- 
ity engine. I knew that at the least we'd be 
competitive. And most everyone, Imm 
financial manager to the tweiiiy-foiirlli 
guy on tlie mechanical totem pole was 
hapjiy-— khecked and doiiiilc-clicckcd 
mor.iie ratings to make .sure of that. 

I also had to fine-tune my car for the 
track, (hewn Prin M.VNACtMR (loe.sn’t 
offer much more in direct car setup than, 
say, InH’iCar R\c:inc:, hut the right eoiii- 
hination is an ahsoliite must. 
iMirthermore, [larts do wear with time, 
something 1 dealt willi later in the .season 
in Aida (Jajwn) when one driver radioed 
me complaining about bis worn Iraniiv 
halfway thrmigb tbe race. Win the beck 
didn’t mv meebanies ]iiek up on that 
befoiv the race? 

'Ibis illustrates one of the basic design 
flaws with Ciusn PRi\ MAWtuae 
’^Ihoiigh it offers a maiiageiiient pers[>ee- 
tive, it rec|uire.st()oniiieh hands-on and 
not enough management. You have to 
hire competent people, and then, do it 
yourself. Kor example, il is up to you to 
personally inspect cvciy'.single piece of 
equipment and make ev'ciy single linaii- 
cial decision eveiystej) of Ihc uw. koin 
cheeking out your ear before eveiy race to 
making sure your piimarv' sponsor is 
happy with your efforts on their beball, it's 
all vou. Make the w'rong decision too 
many times in a row and write yoiir career 
off. Perind- 

lliis high level of involvement oeea- 
sionallv makes the game more tedious 
than it should be. It would have been nice 
if OPM’s different diffieiillv levels allowed 
you to delegate aulboiify. Ihr example, a 
spoasorsliip eoorelinator could fake care 
of selling those oveqjrieed car decals for 
you, and a bead incebanic could ensure 
that vour ear was race rcadv. 'Ibis wav; 


gamers who don’t want to deal with eveiy 
little detail don't have to. 

CHECKERED FLAG 

Ok\Mi Prix M\\Af.i;R nins nawicssK- 
ill Windows 3.1. altliongli constant “Mt- 
’ 1 iibbing" can cause lock-ups. .Audio con- 
sists mostlv of generic yet realistic car and 
track sounds that have notliing to do with 
w here the ears are on tbe track. Sadly, 
radio Iraiismlssionsarcsercii, not Ircarcl. 
Chapbiealiv, the entire race is run from 
the bliiii]) view with oecasioiial generic 3- 
1 1 1hc .sccjiieiices to indicate that vour dri- 
ver has entered the pits. Since tclcv'ised 
racing coverage depends so heavily on dif- 
fercnt v'iews.only tbe most tiiniiei- 
V'isioned race fan W'ill be satisfied with the 
ants eravviing around the track, hven the 
pay-offfor winning lacks elan. I'brexam- 
[)le, when I did scrape together a .super- 
stellar, oiic-two 'leaiii Carnage finish, the 
ncw.spaper headlinc.s uncercmonioiislv 
read “Scliuniacher Lhilucky,” with no 
attention paid to mv team’s stellar perfor- 
manee. Crrr... 

I'm a guy who relishe.s “hands-on” rac- 
ing products, where Oriving'lhe 
Machine takes aUsolute precedence. U’t, 
iiiiieli to mv suqmse, Crvni) Prix 
,\1a.\'.\c:kk i.s where I'm goingliie.se davs 
for mv racing fix, de.spitc sometimes being 
lold that a driver’s fasicsl lap was his first 
one— an impossibiiitv. 'Ihiseoniprehcii- 
sive racing game is fresh and bold. ’Ibo 
bad it isn’t enough of a eompiete package 
to iiitercst more than dieliards like me.% 


^APPEAL: Anyone with a passing 
interest in racing (or a severe lack of 
coordination), or fans of sports man- 
agement should enjoy Grand Prix 
Manager. If you’re looking for behind- 
the-wheel action, you won’t find it 
here. 

>PROS: Allows you to take control of 
a Formula 1 team from start to finish, 
designing cars, selling sponsorships 
and directing raceday strategy. 
>CONS: Makes 
you oversee every 
detail of your rac- 
ing team at alt 
times; inadequate 
manual; and ant- 
size blimp-view 
depictions of race. 






II f/ghti laservtd. I'fi Sports and VH Sov 
. HayStatlon'“ and the PlaySiailon logo 


laikxQf Inlerplay Produetlont. All rights re 
3 1 Son/ Computer entertainment Inc Sega 


■ Interplay Is the sole pi. 


VRSOCCERTIP ■£ 



RECEIVING A FREE 
KICK IS SUBSTANTIALLY 
LESS PAINFUL THAN 
BLOCKING ONE. 





BOUHLOM 

FREtvssntct* M 

DEMO NOV. 


You've seen the screen shots. You've read 
the reviews. Now experience the VR Sports 
difference yourseif. Get a FREE interactive 
demo of VR Soccer for the PC by visiting our 
web site at http://www.vrsports.com or 

purchase a copy of the VR Soccer ’96"* 
PC CD-ROM interactive preview 
at a participating retaiier near 
r-Vr."’ you. The preview even inciudes 
a $5.00 rebate on the purchase 
of the full game. From bicycle kicks 
to breakaway goais, you'll see, hear and 
experience what makes this game not only 
look better, but play better. VR Soccer '96'“. 
Now this is a game you 
can get into. MSl 

7^ 


THE DIFFERENCE IS real; 


For more MR Soccer Tips and free demo, visit our web site at http://www.vrsports.com 


Look for other VR Sports titles like VR Golf '96, Pool, Baseball, and more. 






VRSOCCERTiP 


For more VR Soccer Tips and free demo, visit our web site at http://www.vrsports.com 


Or, purchase a PC CD-ROM interactive preview at a participating retailer near you. 









^poftr^ 

THE DIFFERENCE IS real: 


Realistic polygon-based figures that look and 
play like the world’s best, because they are. 


Where the bicycle kicks, the 
yellow cards and even the 
burnt goalies are for real. 

It's just a game like English soccer fans are 
just a little enthusiastic. Say hello to the next 
generation of soccer. Video Games 

magazine calls VR Soccer '96™ 
"The best 32-bit soccer game..." 
With smooth, fast camera 
i;;!' ' ■ action, it's the only soccer 
game you can play from any- 
where and everywhere on the field. 
You can select from 44 international teams 
and play virtually any position. Plus, up to 
four players can play on one system with a 
network option for up to twenty players on 


Virtual FieldVision™ allows you to play in real time 
trom any camera perspective, including tirst person. 


interactive motion capture means you get real-time 
player movement with ultimate player control. 


e )99fi Gremlin Interective. Ltd. All rights reserved. VR Sports and VR Soccer '96 are trademarks of Interplay Productions. All rights reserved. Interplay is the sole publisher and distributor, 
licensed from and developed by Gremlin Interactive, Ltd. PlayStalion'v and the PlayStation logo are trademarks of Sony Computer entertainment Inc Sega and Sega Saturn are trademarks of Sega Enterprises, Ltd. All rights reserved. 
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ate Underwater 


' , On PJC-DOS 
CD'-ROM 
/ forlBMaiid 
Compatibles 


A *feature-packetl 

World War ir'submarine simulator, i 

I SILENT HUNTER” is without equal. * 

As commander of a U.S. submarine in the Pacific, , 
your task is simple — sink as much enemy Umnc^e as possible! ■ 
Choose fromavarietyof American submarines— and let the 
hunt begin! Prowl the shipping lanes. Steal into enemy harbors. 
Embark on Special Operations missions. Authentic WWII film 
footage, cinematics and narration throughout provide a historical 
feel for the submarine combat experience. - 

Play individual missions or an entire campaign. And prepare to 
be blown away by magnificent SuperVGA graphics, an original 
sound track and action so real you’ll want a life jacket! 

TO ORDER: Visit your retailer or call 1-800-601-PLAY with VIsa/MC 
(North America only). ©1995 Strategic Simulations, Inc., a Mindscapa Company. 

All rights reserved. 


Call 1-BOO-771-3772 
for Game Rating 
Inlormallon. 


Technical Advisor 
William "Bud" Gruner 
commanded the 
submarine USS 
Skate during WWII, 
and was awarded 
the Navy Cross and Ihe Silver Star. 
Commander Gruner provides narra- 
tion of technical and tactical matters 
wall as personal anecdotes of his 
WWII experience. 



DENNY ATKIN • SIMULATIOM/SPACE 



eports in 
from the 
Kurile 

Islands indi- 
cate that the 
Japanese/ 
Russian bat- 
tle mer pos- 
session of 
the disputed 
islands has ground to a halt after the 
appearance of a giant radioactive insect 
over the Russian battle group. At first the 
reports were witten off as a publicity stunt 
for the latest Godzilla mcri’ie. Hov’ever, the 
Russian InierFax news agencyyesterday 
released video of three Su-27 Flanker fight- 
ers engaged in combat against what 
appeared to be a huge bug. One jet was 
destroyed when a sort of glowing fireball 
was emitted from the head of the insect. 

Interactive Creations, Inc. is still 
working hard to bring all the 
promised features to its 
Warbiros World War II simula- 
tion. The surprise January 
appearance of a 32-bit Windows 
95 version that works over 
SLIP/PPP connections was a 
happy indication that Id’s devei- 
opers are still hard at work, 

Once they get Warbiros wrapped 
up, they plan to turn their sights 
to a space simulation. Detaiis 
haven't been worked out yet, but 


Atomic 


InifOfloc 


■ UWIlIVi 


Kurile Islands Invaded By Giant Bug! Marine 
Fighters Respond With Force! 


For once. 
I'm happy to 
see bugs in a 
flight simula- 
torfi 


BUG OUT! Seen from the cockpit of an American Giant 
Moth, a Russian Giant Moth is about to meet the Great 
Light Bulb of Death. 


Viis morning a team of Japanese scien- 
tists traveled to the uncharted island where 
the insect engaged the Russian aircraft and 
observed the imect in fligjit. Ihey report 
that it is a giant moth, 200 feet long and 
with a wingspan of over BO feet, 'the scien- 
tists postidate that the moth is the result of 

look for Id’s dedication to reai- 
ism to work its way into this sec- 
ond oniine sim as weii, Reai 
motion physics in a space sim 
wili make for some interesting 
combat tactics, such as thrust- 
ing up to speed, then turning 
around and shooting the guy on 
your taii. This wiil be more than 
i a shoot-em--up, though, with 
economic and other factors com- 
ing into piay. Don’t look for it, 
though, untii Warbiros is fuiiy 
' fieshed-out. 


some sort of post-atomic 
mutation, likely the result of 
nuclear weapons testing in 
the area. Tire fireballs it 
uses for defense are actually 
globes of radioactive ener- 
gy. While hostilities contin- 
ue in the area, an American 
Marine strike force has 
been sent in to destroy the 
moth and return its body 
for scientific examination. 

SIM-PLY WEIRD 

No, that’s not a clip from the VVee^^' 
World News, it’s the latest and greatest in 
flight sim experiences. Best of all, you may 
already have this man-versus-bug scenario 
sitting on your shelf. 'Fhe giant moth has 
been hiding in your copy of rVl'\RlNE 
Fighters or U.S. Nav^y Figitiers Gold. 
It's yet another Easter Egg, those surprises 
that programmers hide in games for their 
own— and your— amusement. 

You actually can sec the motli in the 
first Kurile mission without knowing an}' 
secret codes. After you finish the mission 
objectives, fly to tlic northwest comer of 
the campaign map. Eventually }' 0 u’li find 
a mysterious island that doesn’t a]:pear on 
the game’s map. Close in and you’ll spot 
the Atomic Moth orbiting the island. 

If you decide to engage the moth, be 
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sure to keep your speed up. 'Ilie radioac- 
tive nroth balls are deadly to your plane, 
but they travel vciy slowly. Keep a high 
rate of speed, and maneuver when the 
balls approach to avoid contact. 

BUGGING OUT 

The moth isn’t just a potential oppo- 
nent, though, 'ibu can also take it for a test 
flight by holding domi the right Ctrl, Alt, 
and Shift keys when clicking the Vehicle 
Info button. Checkout the specs, then 

take it for a buz/.. Notice that 
the Atomic Moth Ls, of 


course, a V I '( )1 , bug, so yon can use vec- 
tored thrust to enhance its turning capa- 
bilities and keep near comer velocit)'. 

To use Atomic Moths as friendly or 
a^ressor aircraft in the Quick Mission 
module, hold down the right Ctrl, Alt. and 
Shift ke)'s as you press aiiy Plane Ty])c 
button. Keej) these keys pressed as you 
click OK to .select the Moth, and again 
when you press Ok;i)’ to start the mission. 

You can also take the Atomic Moth up 
on Single Missions. Just hold down the 
aboN'c-lislcd keys as you click on OK to 
e.vit the map .screen and proceed to the 


Marine Fighters’ Vehicle Info screen, hold clown the 
right Ctrl. Alt, and Shift keys and click on the Fly 
button. Even if it’s currently dimmed, you'll be able 
to fly that plane. —Brent Iverson. Electronic Arts 
► To fly any campaign mission in Marine FiGHrERS, 
hold down the right Ctrl, Alt, and Shift keys when 
you clock on Single Mission on the Choose Activity 


screen. Keep the keys pressed until the next screen 
appears. You'll see a number of mysterious mis- 
sion names at the fop of the list that begin with a 
dollar sign. Do nof click on any of these, or the 
game will crash! They are mission fragments used 
by the Quick Mission screen, and are not complete 
mission fifes. —Brent Iverson. EA 
If you have tips or cheats you 'd like to share with 
other Sim fans, email them to datkin@zd.com. 


Select ITane .screen. Keep the kejs 
prc.sscd until the next screen appears, and 
v^ou’ll find an y\tomic Moth sitting on the 
carrier. I' inally, you can add the Atomic 
Moth to Pro Missions l)v holding down 
right Ctrl, Alt, and Shift while choo.sing 
Add from the Object menu. 

ON WINGS OF INSECTS 

for once, I’m happy to see bugs in a 
flight simulator. The Atomic Mofii is actu- 
ally a versatile craft to take on certain mis- 
.sions. Although it’s .subsonic, its organic 
construction and lack of standard propul- 
sion give it vciy low infra-red and radar 
signatures, I be moth balls arc good for 
attacking ground targets and .slow-moving 
planes. Although thc\'’re veiy slow, thc\' 
track targets well, turn c|uickly, and do 
huge amounts of damage, 

I’d like to thank FAs Brent Iverson, 
M-MtlNT:; FigI I'llsICS’ designer and j)ro- 
grainmcr, for letting’s CG’s readers in on 
this bugbonus.’fc 



Originally developed for 
military air combat simulators, 
the ThunderSeat uses the 
sound output from your 
favorite sound card to 
generate realistic, vibratory 
sensations. You’ll not only see 
and hear but FE ELyour 
simulations literally reach out 
and touch you— though 
“shake, rattle and roll" more 
accurately describes what 
you’ll feel in a ThunderSeat! 
Prices starting at $159.99 
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You are the last Ranaxian rebel, and the only hope to save your planet from certain doom. But that makes you the most wanted guy around, 
and your only chance for survive! is to run. Experience non-slop action os you battle on onslaught of deadly aliens. Pump out o round of fireballs and take out 
three of the ugliest creatures you've ever seen. Then run for your life, because there ore two more uglies heading your way. 

Lock on with loser targeting and blow them off the foce of the planet with o devostating sonic blast! Rebel Runner-Operation: Digital Code combines the greatest elements 
of on orcade-style action gome with simuloted 3D environments that make you feel like you're caught in the middle of a deadly extroterresirial war. 

-'..' I' .V You've been lucky so far in your mission, but you never know when your luck may run out! 


ftebel Runner-Operation: Digital Code features: ' 

, * Realistic fight sequences in non-stop, arcode-style action 

• Simulated 3D effects provide more realistic gomeplay 

* Run, [ump, squat or roll your wqy out of any tough;Si.tuali()n 

• Hi-tech weapons system lei you "lock on" with cursor tdrgeting 

* Incredibly detailed alien environments, unique characters and 
explosive fireballs provide for maximum realism and action 


MASTERS OF THE NEW ART 


fOR MORE INFO ABOUT M I C R 0 F 0 R U M - 
OR TO ORDER DIRECT, CALL: 1-800-685-3863 ' 
TbI:( 4 1 6 ) 6 5 6 - 9 5 9 4 Fo * : ( 4 1 6 ) 6 5 6- 0 5 4 8 ' 

INTERNET : http://www.mlcr(iforum.com 

Email: mail®microfarum.(om 
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IBM CD ROM for Windows 3. 1 and Windows 95 


Available from: Egghead, Electronics Boutique, Frys, 
Waldensoft, Comp USA, Circuit City, Computer City, 
Borders Books, Best Buy, Software Etc., Babbages, 
Media Play and other fine software dealers. 


Contact us online at: CompuServe: GO GAMCPUB • CIS: 75162,373 • Internet; www.Talonsoft.com • AOL: Talonsofti 

Prodigy ZGAK37A • (410) 821>7282 or (800) 211-6504 (orders only please) TalonSoft Inc. P.O. Box 632, Forest Hill, MD 21050-0532 
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Rochester, VTDS767 
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SIMULATION/SPACE 


REVIEW • WING COMHANDER IV: THE PRICE OF FREEDOM 



Freedom 
Rings True 



Origin Packs In The Popcorn Without Leaving Out The Game 



Price: S59,95 (street) 
System Requirements: 
IBM compatible 486 
DX4-75 or better 
(Pentium 75 recom- 
mended), SMB RAM. 
DOS 5.0 or higher, 30 
MB hard drive space. 
SVGA, 2x CD-ROM (4x 
recommended), mouse 
or joystick; supports 
Sound Blaster compati- 
ble sound cards. 
# of Players: 1 
Protection: None 
Designer: Chris 
Roberts 
Publisher: Origin 
Systems 
Austin, TX 
(512) 335-5200 
Reader Semce H: 336 




by Scott A. May 


F orget ever\'tliing you know 

about interactive movies. Witii 
the release ofWiNG 
COMMANDl^RlV'': Till-: PRICE 
01- Freedom, designer Chris 
Roberts and his team at Origin 
blow this upstart game genre 
wide open by creating an 
interactiv e movie that excels as 
a movie and a game. 

"ITie look and feel of Roberts’ creation 
has changed dramabcally since the series’ 
auspicious debut in 1990. lire original 
Wing Comx iander, though still an 
engaging piece of computer entertain- 
ment, seems little more than an ambitious 
space cartoon by toda)'’s standards. Each 
.suhsequent release— WlNG 
COMM/VNDER: TllE SECRET MlSSION.S, 
WlNC; COMMANliER/\RMAI>\ and WlNG 
Comm/\ndi-;r 11; Vengl:-\nce oe'ii ie 
K li.R-\nil— saw subtle improvements in 
graphic quality; artificial intelligence, story 
detail and character dev'elopmcnt. In 
1994. Wing Commander Ilk Ti ie 
l-ll'ART OE 11 IE Tiger, introduced live- 
action video and full-blown Mollvwood 
production values. Once again, Roberts 
pushed the envelope of electronic enter- 
tainment. 


f MANIAC ATTACK The game starts with an opportunity to prove your flying mettle 
against Maniac. 


► WHATS YOUR BIFF? Tom Wilson reprises his role as the 
insufferable Maniac. 


As good as tiic previous installment 
was, it scived as only' a rough ])r{)toty']3e for 
the polished chrome ihat adorns WlNG 
COM.VRNDIvR l\''. I4eal sets, improved film 
quality, digital Dolbv SuiTound sound, 
imaginative camera work and more 
relaxed, expressive acting all work together 
to create a ground-breaking cinematic 
e-\periencc. Rencath the surface, the 
game's story line lias also significantly 
matured, targeting a more adult audience 
w ith greater atlention 
paid to plausible plot 
turns and cliaracler 
depth. 

Ry the same token, 
traditional gaming val- 
ues remain alive and 
kicking. Inieractivc clc- 
menLs have been 
slreamliiied ill some 
cases and expanded in 
others, ’nie end result is 


a near-perfect integration of film and 
computer cntcilainment that should set 
this burgeoning industry back on its col- 
lective heels. 

GOODBYE, KiniES 

In the last episode, the humans of the 
Terran Confederation barely surviv ed an 
all-out war vv ith their dreaded antagonists, 
the cat-like Kilrathi, thanks lo your heroic 
efforts as spacefighter pilot Col. 
Christopher Blair (played by N lark 
Hamill), Now that the war is finally over, 
Blair has planted himself on terra finna to 
enjoy the peaceful life of a fanner. But all 
is not well in the galaxy you fought so hard 
to defend, llie economy is sluggish, no 
longer fueled by' the vv'ar maebine. bar 
worse, renegade attacks on Confed 
ships — many of tl lem iinamied civilian 
tran,s]3orts — suggest lebcl acliv'ity in the 
Border Worlds. Could this be the start of a 
civil war? 
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WIKG COHMAHDER IV: THE PRICE OF FREEDOM • REVIEW 



A(liiiir;il ’liilwMi (Mjiltolm McDowell), 
coniinaiiclcrof ihc Siralcgic Rcaciincs,s 
Agenc); lliiiiks so. As (lie stor\’ kcgiii.s, he 
acldres.sc,s iiieinbers of the 'leriaii 
Assembly, urging the use of full militar}' 
action to quash the rehels. 1 le cii,spalehe,s 
your old friend and irritant. Maniac flbni 
Wilson), to return you to active dut\'- "I’s’e 
alwas's said, sou’re eilher an eagle or an 
cartlnvomi," Maniac taunts. 'lo no one's 
surprise. Blair ium|)s at the opportunih’to 
see aetion again. 

Once reinstated, Blair dutifulK' follows 
lolwMis lead. Ihen like clockwork, a 
.series of conflicting orders, nnsterious dis- 
coveries and siKspieious personnel shifts 
begin to raise douhls about the entire 
affair. Are the Border World conflicts sim- 
ply a mse? .Are there traitors at work within 
the Confederation and — if .so — how 
high updoes the con.spirae\ go? lAeii 
more disturbing, )'ou’re no longer com- 


pletely sure who vou can tnist. 

We wouldn’t want to spoil things h\- 
outlining everv’ plot twist and character 
action. Suffice it to sa)' that this .script has 
.some w hoppers, delisered in a more eon- 
\ incing manner than prev ious efforts in 
the series. Although the ending isn't exaet- 
!)• a .shocker, how- you arrive there is an 
intricate and entertaining w eb of dispanitc 
plot threads, untangled bv vour decisions 
and actions tliRiughout the game. 

ACTION AND INTERACTION 

Struetiirallv, the game is divided into a 
.series of 15 .scenarios, each of which can 


branch into a numherofplav er-controlled 
directions. M)ur performance in battle, as 
well as your choices in dozens of key 
character interactions, dctcmiinc wliich 
limb of the multi-branching storv linc you 
follow. Sonic of the game’s most intrigu- 
ing plot hr, inches are built right into the 
cinematic cut .seenes/lhe film pause.s, 
promptiiigvou to choose between two 
character re,s])on.scs. Sonietime.s the 
effect is immediate and dramatic; other 
times it forcshadowsactions— or inac- 
tions— much later in the game. 

Decisions affecting morale now influence 
indiv idual characters onK, not the entire 
ship. A welcome adililion is a conversa- 
tion map, w hieh allows V'ou to v iew which 
cliar.icters arc available for optional or 
mandator)' interaction— v'ou’ll spend a lot 
less time w andering the hails of the .ship, 
With the l)a.sic technologv’ in place 
from WlNC. Ill, the producers were able to 
.s[)cnd more time 
on stoivhoardiiig 
and mission design, 
resulting in consis- 
tently smoother 
game flow. Might 
duties no longer 
involve simple blast 
fesis; you’ll be sent 
on rescue, recon- 
nais.sancc, infiltra- 
tion and planelside 
missions. Another 
big change; cock- 
pits have virtiiallv 
disappeared from 
V'our spacefighters, 
replaced with elabo- 
rate I ILIDs projecting more than 17 differ- 
ent instruments, gauges and tactical infor- 
mation onto the vicvv,scrcen.’niough 
visuallv' less enticing than the traditional 
first-person bitmapped displav, it's more 
functional, giv ing pilots liie bigger pic- 
lurc — targetingradar,powcrconsum|>- 
I ion. ordnance supply, damage control — 
at a glance. New ships available for com- 
bat include the Black hinee Dragon, 
armed w ith an incredible fission cannon, 
and the Banshee, equipped with the new 
wide-hurst scatter gun. Several ships su|> 
port ‘'aulo.slide,”a real-world ph)’sic.s tacti- 
cal maneuver which allows vou to flvin 


t JUST SHUT UP, OK? One of the most irritating Wing III features 
returns— in combat, pilots repeat the same annoying taunts over 
and over 



( DEADLY EFFECTS Special effects in the game's video 
sequences are top-notch, easily matching those of Babylon 
5 or Space: Above and Beyond 

one direction and shoot in anotiicr — ])cr- 
fect for strafing nins on eajiital shi]is. 

Some items left outof WtNC; III make a 
triumphant return here, such as tractor 
beams and an improved version of the 
Mace mis.sile. Six .skill lev els, ranging from 
rookie to nightmare, affect flving and gun- 
ner)' skills of both enemy and allied pilots. 

WINGMAN COMMANDER 

\Mngmen plav' an even greater role in 
this new adv'cnturc. Abu can now chon.se 
wingmen from the entire duri' roster, 
bringing into play pilot attributes such as 
trir^cr-happiness, aggressiveness, 
courage, flving skill, lov'alty and verbosity. 

Some missions even require the use of a 
second learn of wingmen. nic.se can be 
ordered to different quadrants, reporting 
their .status directly back to you. Chatter 
among wingmen has been significantly 
e\])anded vv ith each response indicative 
of their current morale lev el. 

Untorliinalcly, however, the re.sponscs are 
still annoyingly repetitive, at times build- 
ing the desire to shoot your own wingman 
jiLst to .shut him orlier up. 

One of the most interesting a.spects of 



W BAR TALK The new conversation map lets you go straight to 
I where the discussion action is— no more wandering the halls. 



REVIEW • WING COMMANDER IV: THE PRICE OF FREEDOM 


IIhj iiL'w giimi.' is iIr' iinfL‘i1iiinl\' of your 
o|)[)ont;iils.'nu'rc’s no c loiir-ciil ciit'inv 
likolht' Kilriillii, Inslcnil, lliociiciin- rises 
from w'illiin.'loii never know if I lie wiiii^- 
innii who bucks )(m n|) on one mission 
w ill be flying n^ninsl you somewhere 


clow n the line. 1 1 brings n refreshingscn.se 
of mvsieiv lo an alreaclv eon iple.s; game 
simetnre, 

PERFORMANCE ANXIETY 

I’rocliietion designer C’hris Douglas has 


IsItlimdoIolidiimiviHsSn’ioiislv? 


L ike it or not, Hollywood has invaded the computer gaming industry. Although much has 
already been said— both pro and con— about this creative mergei; so far the results have 
proven so inconsistent and inadequate that neither critics nor gamers have taken the hybrid 
genre seriously. 

Until now. Wing Commander IV ushers in a new era of electronic entertainment, where acting, script- 
ing, direction and production values are treated equally with traditional game elements in the overall 
quality of design. None of the elements has received short shrift. 

The time has come to rethink our approach to multimedia gaming, whether you’re a producer; critic 
or end user As Hollyvrood’s influence seeps deeper into game design, we must begin to apply the 
same critical observations to games as we would with film. Does the addition of live-action video inte- 
grate seamlessly with the interactive experience? Or is it merely superfluous eye candy, tossed in as an 
afterthought? If we are to seriously accept the cinematic aspects of a game, we must then view the 
total package in a whole new light, where film technique plays as significant a role as interactive strate- 
gy and action. 

As noted, previous efforts in cinematic gaming have been little more than interesting experiments. 
Some are solid games, sprinkled with enough video sequences to qualify them as multimedia prod- 
ucts. Others are full-blown movie productions that lose sight of intrinsic gaming values. Both game 
styles suffer from similar shortcomings: bad acting, dull scripts and amateurish production. With few 
exceptions, this highly touted union of Hollywood and Silicon Valley has produced dysfunctional off- 
spring. It's clear that neither side fully understands the needs of the other 
Wing Commander !V represents the best example yet of a cinematic game that blends equal parts of 
two disparate professions into a single cohesive package. From the opening credits, carefully assimilat- 
ed into an absolutely awesome 15-minute introduction, it’s clear that designer Chris Roberts has 
learned much since Wing Commander III, his first foray into Hollywood-style production. Roberts’ direc- 
tion is masterful and assured, two qualities that are immediately evident on the screen. Camera angles 
are bold, but not conspicuous; the editing is crisp and dynamic; and transitions between scenes are 
Incredibly smooth and imaginative. Even the use of background music and sound effects are tasteful 
and ambient, augmenting— but not distracting from— the unfolding storyline. 

The acting is much more relaxed and professional this time out. Lead actors Mark Hamill, Malcolm 
McDowell, Tom Wilson, Jason Bernard and John Rliys-Davies all exhibit greater confidence in the roles 
they apply to this new medium. One can only suspect that their performances in the previous game 
were marred by uncertainty and awkwardness, acting principally before green-screen imaginary back- 
drops, This time out, post-production magic plays a lesser role, thus putting the actors more at ease. 
More than 35 full-sized sets were built for the game, with all live action shot on standard 35mm film. 

No longer do the actors look like cardboard cutouts projected against computerized sets. The scale and 
quality of the production lends greater freedom for both the actors and director to explore dramatic cin- 
ematic techniques. 

As in film, professional acting and high production values mean little without a solid script. 

Returning screenwriters Terry Borst and Frank De Palma deliver the goods. The main storyline is engag- 
ing from the beginning, and it grows more intriguing as the plot branches, based on player input and 
performance. Key character confrontations are lively and informative, with plenty of playful banter 
thrown in to keep the game from taking itself too seriously. Although there’s slightly less interaction 
with minor characters throughout the game, the dialogue that ensues gives much more insight to the 
total gaming experience. Because the camera is more mobile, there are fewer static scenes than the 
previous adventure. Perhaps a reflection of better production values and overall confidence of the crew, 
the script exudes a harder, raucous edge than before. Rated "M" for mature audiences, the script is 
peppered with liberal amounts of realistic violence and adult language. 

Other aspects of the film production that merit kudos include everything from lighting, costumes, 
extras and foley artists. A special nod goes to cinematographer Eric Goldstein, a 21-year Hollywood vet- 
eran, whose credits include such feature films as Arachnophobia, The Grifters and The Addams Family. 
Together with Roberts, the pair skillfully incorporate techniques such as pans, dissolves, wipes, cross- 
cutting and tracking shots into the final print. 

Some will continue to mock the concept of “Siliwood," but the marriage of Hollywood and Silicon 
Valley is definitely real and here to stay. In this regard, no current game charts a more optimistic path 
to the future of multimedia entertainment than Wing Commander IV. —Scott A. May 


l\\(.‘;ikcd ihc graphics conskkTably, both 
in the cinematic cut scenes and actual 
.s])ace combat. Although the program- 
mers utilize the same vD animaticju 
package (/Vw.s) as in WiNc; III. tliegraph- 
ic.s are now rendered in 2-l-bit tnie color, 
pRjdiicing greater detail and smoother 
texture ma|)s. Ibe nio.st. spectacular 
e.vimple of the impro\ ed graphics engine 
can he seen in tlie numerous special 
effects, including a mind-blowing .slioek 
wave (tri^erecl bv the special Ma.sh-Pak 
bomb) that rivals anvthing .seen in a sci-fi 
fealure lilin,;\dd in ligliKsoiirce shading 
and Ib-bii Dolby Siirrmind digital stereo 
and you have a game with breathtaking 
ov erall ambiance. 

'in get the most from tlic game', you’ll 
need an above-average -fSb local-bus svs- 
tem and r|uad-.speecl CD-ROM drive. 
.Mfhougli tlie product tested rcasonablv 
well on a les.ser maeliine (4^61^X2-66 
non-local bus), the animation prov ed too 
fmetured for .serious extended plav. On a 
mid-range I’entiiim or 486DX4-120 with 
PCI bus. the game flows like a mountain 
stream. 

.\lan_v products claim to be interactive 
movies, but fall short in cither their cine- 
matic or long-term gaming appeal. WlNC) 
CcAlM-WOhlK IV addresses every aspect 
of this new genre with equal importance. 
'Ibis tmlv’is the vanguard of the next gen- 
eration of electionie enteitainment. % 


►TARGET AUDIEHCE: Both new 
and experienced fans of this venera- 
ble sci-fi space-combat series. 

Curious about so-called interactive 
movies? This is one of the few that 
works, and it works well. 

►PROS: A near-perfect meld of pro- 
fessional cinematics, branching story- 
lines and heart-pounding space 
action. First-rate production values, 
from the quality cast to the stunning 
SVGA graphics and clean stereo 
sound. 

►COHS: Annoying, repetitive wing- 
man dialogue may make you want to 
commit fratricide. Similarity of some 
missions detracts 
from ongoing story 
development. 

Hefty system 
requirements 
make for smooth 
gameplay on only 
the fastest sys- 
tems. 





INTERACTIVE MAGIC PRESENTS 



sim..." 
of 5 Stars 
Today 

Choice Award 
- PC Gamer 


Get all 
three Demos 

www.imagicgames 


"Absolutely a must-have!" 
- Strategy Plus 


BEST SIM OF THE YEAR! 

- PC Gamer 


Game of the Month 

- PC Entertainment 
"Star Rangers... will 
have you on the edge 
of your seat from 
to finish." 

- PC Gamer 


To order call: 1-800-789-1534 ext.4i (North America only) 
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»I I L I T A U V SI M 11 L A T IONS INC. 
5910 N.E. 82nd Avenue, Vancouver WA. 98662 PHONE (360)254-2000 FAX (360)254-1746 
World Wide Web: HTTP://www.military-sim.com 
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TERRY COLEHAN • STRATE6Y/WAR6AMES 



Opponents Are More Than Just Artificial 


iimcrs inviin- 
I :ibly ask; 

“wliat games 
liavc llie 
best Al?" 

Wluit lhc\’ 
ref//^'want 
to know is 
wiiicli 
games will 
give tiicin the best fight for their harcl- 
camed gaming dollars. Good gamers will 
eventually beat e\ en the strongest 
Artifieial Intelligence, onec they figure out 
the chinks in their silicon opponent's 
armor. Mice it— with all the wonderful 
advances in graphics, interfaces and the 
like, about the only improvement in real 
Al has come from increased [)rocessor 
speed, allowing the computer to calculate 
positions more quickly (and make a move 
before \’ou fall asleep). 

I c-st you toss vour i\on-handled virtual 
pistols through the monitor in despair, let 
mec|uickK'add that it /s possible to have a 
good computer opponen/. S'lKl'J , 

PaN'II II;IIS, for example, has a merely 
decent y\l. Put the computer is optimized 
to utilize combined amis tactics and to 
aggre.ssivcly exploit weapons acK ai itages; 

•SO, vou can get a good game by giving 
your silicon opponent 'I’igcr tanks. ’ I lie 

► The best wargame collection 
I’ve ever seen is Twenty Wargame 
Classics, now available from SSI. 
Panzer General, Clash of Steel, 
Battles of Napoleon, Warlords 
and Pacific War are the cream of 
the more than two dozen games 
included from SSi, SSG and 


best wargames use a combination of 
clever c.unpaigns, ranciom factors (special, 
events), and time j)re.ssure to transform 
even mediocre ALs into Morthv adver- 
saries. I admit to a certain bias fur turn- 
based games, because even my favorite 
real-time games (.such as WarcilM'!' II), 
can't be held up as great com[Hitcr oppo- 
nents; it’s the nelwork play that makes 
those games. 'llie following selections 
comprise mv elite eoqjs of tough stnitegs' 
games— battles I never tire of. 

10 BAHLES OF NAPOLEON (SSI) 

'iliose that seek tnie wargaming wis- 
dom need onl\' look jiast the h'GA graph- 
ics to know liiat BoN does Bonaparte 
proud, 'flic computer does a good iob of 
(lcj)loying ariillciy, and its cavalry charges 
arc impressive, especially considering the 
age of the design. It’s still available, and 
the extra scenarios fmm No\a.star games 
arc inexpensive and well worth a look. 

9 CARRIERS AT WAR (SSG) 

The first computer wargame to ran- 
domly select victor)' objectives for Ihe 
computer each time you played, based on 
historical pmbabililies. The computer was 
better at operational .suiprise than tactical 
fines.se, but beware the human admiral 
who got caught with planes on deck. 'Ihe 

; Impressions. 

: ► Impressions’ classic Lords of 
! THE Realm is being upgraded: bet- 
i ter graphics, more diplomatic 
I options, more ways to reap big 
; harvests and keep cows happy. 

: Expect the sequel by this fall. 


.sequel, C.ARRIKRSAT'War II, is also inter- 
esting, w'iih a great hypothetical 1936 scc- 


8 GENGHIS KHAN II (KOEI) 

Welcome to Ancient Combined Arms 
Tadics 101, where you learn to deploy' 
such varied iiiiils a.s Samurai, Nomads, 
Eiephanis, Calapulls, Knights and even 
medieval Artillery', Sure, il’s abstract, but 
it’s also great fun, and Ihe computer oppo- 
nents are a^rcssive and eager to exploit 
perceii'cd weaknesses in human generals. 
On iny laptop, Kublai Khan Is still razing 
the couniTyside. 

7 ALLIED GENERAL (SSI) 

In tenns of .sheer Al, this really should 
be higher on ihe li.sl. Bui even though it’s 
great fun, ihc game could have used 
some more of that old SS I play-balance 
and .scenario tweaking. Still, the Russians, 
British and LIS forces arc different 
enough that they require you to master a 
variety of plaviug sivle-s to achieve ulti- 
mate victory o\’er the Oennans. One of 
the few' native-mode Win 95 games so far 
w'orth buying. 

6 WARLORDS II (SSG) 

Kver since the B.vri LFiHtON-r days, 

SSG has offered eoiisislenlly strong com- 
puler opponents. ' 1 he original wasn’t par- 


i 

number- 
crunching 
Al, by itself, 
just doesn't 
cut it 

against vet- 
eran human 
generals. if 


CG 








For ^ 
^Windows 95 
and 

iWindows 3.L 




challenging game averaging 
under ah’ hour, there’s always 
time for an Indy adventure break. 

Literally billions of 
possible games 

Ideal for.on-the-go 
notebook users 

Quick challenging fun 
foh’all skill levels . „ : 
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1^ 

Ul 

ticularlv’ tough, but \Vari.ori:)S II is still 


high alo[) the CCAPreader’s poll due to 

< 

its .sneaky Al. The computer opponents 

o 

hav e a good grasp of how geography 

oe 

relates In not onlv defense, but to vicTniy 


conditions, [fvouplay “straight” without 

s 

ra/ingeverveitv (in the map to the 


ground, ibis is still a ver^’good challenge. 

>- 

The onlv major flaw is that it lakes the 

o 

conipnlcr()nilea while to move. 

IM 



5 MASTER OF ORION (SIMTEX) 

< 

Giieek out the comments under this 


month's 1 lall of lame. 


4 TIGERS ON THE PROWL (HPS) 

Gneof Ihemo.st intimidating comput- 
er games ever designed, Tic.iuts pays 
back with enough realism to make the 


Iciirniiit' curve worlhwliilc. Ifyoinvanl ;i 
coiiipiilcropiiiiiicnt wliicli scans (o 
iiiKlcrstiintl WW'li liiclicnl iirinorccl iiiul 
siii;ill-;iiiiis coiilixi!,\oiiVc come (o ihc 
riylil pliicc, 

3 FLIGHT COMMANDER 2 (AH) 

'[liis overlooked, rciilislic fliylil eoiiilxil 
giiine lias ti;ir\- ;i joystick in siglil! All the 
niilil;irv;iircT;ifl voii could \v;iiil from 
Korc.i, Viclniiin iind modern connieisiirc 
pilled iigiiinsl caeii other in ;i tense .slnitc- 
gy-based game. If it lacks the visceral thrill 
of the Iradilional llight sim, it also has the 
adviiiilage ol being able to pilot a com- 
plete sqnadmn at once. 'Ihe computer 



Allied General; US and British tanks 
usually have either good offense or 


defense ratings, but rarely both. This 
can cause problems for aggressive gen- 
erals, who find their Sherman Fireflies 
torched by counterpunching German 
units. The solution is a three-step 
attack: 1) blast away with the big- 
gunned but thin-skinned tanks; 2) move 
a tank destroyer between the tank and 
surviving Germans; 3) move a self-pro- 
pelled artillery unit to a hex which cov- 
ers both. As usual, combined arms will 
be vastly more effective than individual 
units on their own.— T/m Carter 


pilots arc tenacious, and when yon tire of 
the original battles, the add-on scenario 
pack and editor keep the unfriendly skies 
cliallenging for vears of sorties. 

2 ACES OF THE DEEP (SIERRA) 

RED STORM RISING (MICROPROSE) 

Icchnically, thc.se are .simulations. 
Regardless of classification, both arc 
memorable for their tnugli campaigns 
(Ri:i'> S'i'OitMs NAT '( )AVarsaw Pact ver- 
sion ofWAVIII never ha[)pcncd). 

IncurabK’ cocky skippers need only tr\'a 
lrv.sl with a Sov iet hunter-killer .sub under 
the Arctic ice Chip at I lllimalc lev el for 
an immediate attitude adjustment. The 
convoyAI ot AcivSdoes a remarkable job 
(on the highest levels) of chasing your snb 
to the ocean’s bottom with deadly pat- 
terns of dc|)tli charges. The compromi.ses 
in botli designs made for plav ability's sake 
leave more than enough realism to make 
you believe that yon really area sub ctim- 
inander. Watcli out for those dud torjre- 
docs! 

1 PANZER GENERAL(SSI) 

This is v\ ilhoni a doubt the best 
wargame ever designed for the computer. 
It may not have the best Al of any 
wargame, and it certainly Lsn'l the most 
realistic, nor even the grandest in .scope 
(PACll'lcVVAIlslill holds that distinction). 
What PC'- does have is an uncanny abilih' 
to push all of a gamer’s billions; a great 
eoncc]')! (being the next Rommel or 
Guderian); wcll-balaiieed anil challeng- 
ing scenarios (I defvaiiv’onc to tell me 
ihatNorwav; iVio.seowor I'iance was a 
cakewalk); and an aggressive computer 
0 |jponei it based on the playing .styles of 
the designers. 'The constant lime pres- 
sure— having to meet the increasing 
demands of the I ligh Ciommand in a lim- 
ited number of turns — gives PG a, sense 
of urgency wbieb ev en the best real-time 
stralcgv'/vvargames lack. It hardly suqmses 
me that PG. is still on onr readers' most- 
played list— I have well over 5111) lionrs 
inve.sted in the game mvself. 

coincide with lliosc oj other GC editors. 
I■ecl free to contact him concerning strate- 
gv; wvrganiing and other gaming tojnes at 
tcoleman(ri'>zd.con]. % 
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fantasy strategy game 

that faithfully re-creates the easy-to-use interface, superior art and com- 
bat that made the award-winning Panzer Qeneral” so wildly popular! 

Battle the Shadowlord and his minions across five continents as any 
one of four Fantasy Qenerals. Oioose from over 1 20 distinctive fantasy 
units. Lead your inexperienced army well - only the most experienced 
troops will be effective against the Shadowlord's forces! 

Play 5 ready-made campaigns, or enter the Arena and create any kind 
of battle imaginable. You can even engage a friend via the play-by-mail 
feature! However you choose, you're in for fantasy strategy gaming as 
only the Five-Star Series" can deliver! 

^ your local soltmre retailer or call 

I 1-sm-B01-PU\y mm VIsa/MCiHonir America oaly). 


For Game Rating info, cali 1-8D0-771-3772 ^ 


A MIPfDSCAPE® COMPANY FANTASY GENERAL and PANZER GENERAL ate trademarks ol Slrategic Simulations. Inc.©1995 Strategic Simulations, Inc. All rights reserved. 
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SNEAK PREVIEW • AFTERLIFE 


Paradise Bossed 


Afterlife Deifies You For The Ultimate Managerial Role 

by Dr. Johnny L Wilson 


SNEAK 

LTPREVIEW 

GAME STILL IN DEVELOPMENT 


f Cod is all-powcr- 
i'ul"goc‘s llic logi- 
cal fallacy, “can 
hc/shc/itcrcalc a 
rock too heavy to 
lift?" Of course, 
thisisthcfallacv 
know n as "contra- 
dictoiy premises,” 
since the “if’ 
danse is directly antithetical to the real 
question. Wdiilc playing a demo version of 
I,nca;e\rts' upcoming Al'’ri'iill.ll'n, 1 finally 
found the answ er. Apparently, it is po.ssible 
for the deilv to do so, since the astral 
planes of heaven and hell holli contain 
rocks too heavy to lift. 

Such is the beauh'ofAKn'iiti.ii'i:. It uses 
a rubric of theological .systems and issues 
to create a SlMCriY-slyle strategy game 
that is botli challenging and entertaining 
(on a number of levels). Don't be afraid of 
religions propaganda, though. No matter 
w hether you lean toward religion, |)hiloso- 
[>hv, mythologv or thcosophv, yon'll have 
(ocheck your belief syritem at the door. 
Al''n';iU,ll''K is a harler|uins suit of cosmic 
metaphor— both fun and funny. 




SOUL MAN 

You begin as a demiurge in charge of 
both heaven and hell. As such, you prett)' 
well have the same types of ])ower as the 
mavor of SlMCl'lV. 'ton have a budget, cal- 
culated by a soul tax in 
which you receive a cos- 
mic monetary' unit (literal- 
ly, pennies fmm heaven) 
per SOUL (Stuff Of 
Unending Life), and you 
have tw'o advisors (Aria 
and Jasper) who look like 
japanime characters, but 
offer sound adv-ice for 
managing the eternal 
dimensions. Using the.se 
as-sets, you must zone 
both heaven and hell in 
such a w'ay as to accomo- 
date the KMiiOs 
(Lthically Mature 
Biological Organisms) 
consigned there in the most efficient wav. 
In short, you get to ])lav Ch)d to a race of 
alien beings. 

l^ithcr than merely zoning the eternal 
dimensions in SlKtCl lVstv'lc (as residen- 
tial, commercial and industrial), liowcver, 
you zone v'arious astral territories to acco- 
modate souls according to the deadiv sins 
thevVe committed or the grrcioiis virtues 
they've develo])ec!. ' 1 here is even a generic 
zone, balanced between the vices and 
virtues, for those who don’t want the chal- 
lenge of balancing the needs of specific 
zoiies against each other. 

Ihc specific vicc/virtuc zones arc: 
Knvv/Contentment, Avarice/Charity, 
Cluttony/lempenince, Sloth/l^iligcnce, 
LustAirtue, Wrath/Peace and 
Pridc/1 lumilily. As the .souls begin to po|> 
ulate your heavcn/liell, reward/pnni.sb- 
mcnt.stnictnres will begin to appear simi- 
lar to SimCi iy buildings. Those who try' to 
provide a balance between the .specific 


zones, rather than mcrelv building a 
generic heaven or hell, will reap the 
humorous rcw'ards of this game, hbr 
example, liovv is a Lustful Soul punished? 
Such SOI ils might have to endure 1 uist 


!'’reezcrs or to patronize cither the 
lAinishing Peep Show Pavilions or the 
Worst Wliorehouse in Ktemity.At the 
same time, \irinons Souls will be able to 
eiijoy'lhe Only Non-Slcazy Singles Bar 
In Creation or ihc 'liinncls Of 1 xwc. 

I low arc i Inmblc Souls to be reward- 
ed? Perhaps, their own Prass Conference 
will make up for tlieir lack of recognition 
in their previous lives. If that’s not enough, 
how about a DNA Park that ensures their 
immortality beyond that of mortal spenn 
banks? Nccdle.ss to say, it’s a v'cr>' amusing 
game. 

h) make matters even more amusing, 
you can click on a Snulvicvv icon and find 
out about iiidiv idual souls whom you are 
rewarding or ])uni.shing. lAich time you 
seleel Soniview and click on a |ninish- 
ment or reward stnicturc, you get a ])op- 
up view of an alien. Click again and yon 
get the full ra|r sheet on that alien. Most of 
them arc very' funny reading. 



►INFERNAL DEVELOPMENT Since zones need proximity to 
roads in order to flourish, infernal (and eternal) planner 
will want to maximize their potential with narrow strips 
such as these for each vice or virtue. 
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ml al Ik les' Drop Ii. M I m 

soietMsg. Slie my test ' 

\ inoks tii tioiitile and I m just es 
M asa] lioi being 6 feet unto. 




The Dame Was Loaded is about lust, danger, diamonds, deceit. And it’s about time. Finally, ‘40s film 
noir and full-screen video make their debut on PC CD-ROM. tfou're Scott Anger - a skirt-chasing, 
wise-cracking, piece-packing LA P.I.- here to unravel a plot with more curves than the enticing 
young widow. The trick is to gamble for clues and work to one of 9 gripping climaxes. Remember, 
this dame could make you filthy rich. Or just make you dead. 


To order coll 1-800-883-3767. Visit our Web Site at httpy/www.phlllpsmedia.corrt/media/games 

6 1996 Philips Media, Itie. All rights reserved. 
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► HEAVEN BOUND The blue stream atop Hell’s Karma Station 
means reformed souls can move to heaven or be reincarnated. 


adds to llic challenge of the gamc. 

Nalurally, each /tone has its 
attendant maintenance cosis. Such 
expenses can make it pretty lough 
on tlie divine budget. I'ortnnately, 
however, you can build infernal 
institutes (Ihe Ihirning Annex and 
I Icllward Bound lletreat) and 
heavenly halls of higher learning 
(Community College of the 
Clouds and I lalo Institute of 
lleavcnlyTcchnolog),') in ordcrlo 
transform .some of the lost souls 
into angels and demons. 'Ibis, in 
turn, will diaholicalK/divineK’ 
reduce vour maintenance costs. 


Should you have a deficiency in any of 
the tjpes of zones, you'll notice some 
energy .spikes appearing along the roads. 
'^Ibe.sc are the lost souls of MMBOs for 
whom yon haven’t pro\'ided. I he good 
news is that they arc color-coded with a 
satellite atop ihc cnerg\' beam that match- 
e.s the color of the zone they are seeking. 

T he bad news is that you pay a penalty for 
e\’er\' soul \nu lose in this manner. Still, it 




F or those who wonder about the "religion" which 
undergirds the game system in Afterlife, here 
are a few observations for those who worry that 
the game may advocate one type of religion. It 
doesn’t. The basic cosmic stmeture is Gnostic, since you 
play a demiurge who must manage heaven and hell for 
an assemblage of higher powers. Classic Gnosticism per- 
ceived matter as evil and hence, the creative forces who 
designed worlds of matter had to be degenerative of the 
Ultimate Knowledge, Pure Thought. This is in contrast to 
the traditional Christian doctrine of the Creator as 
Omnipotent (All-Poviterful). 

Yet, the concept of Heaven and Hell is derived specifi- 
cally from traditional Christianity. References to Dante, 
Milton and John The Seer undergird this reward/punish- 
ment dichotomy. Indeed, the zones of eternity which you 
create to accomodate new souls are built upon the seven 
deadly sins and their opposite virtues, as preached by the 
fathers of the early church. 

Finally, oriental religion is not ignored. Provision for 
reincarnation and karma is present within the game’s 
structure. Though some Christian philosophers such as 
John Hick see the metaphor of Hell as having a reforma- 
tory purpose (i.e. not a final condition), most western the- 
ologians would not concur with the game’s idea of 
cleansing souls in Hell for a future life. 

Afterufe is simply not intended to reflect any rigorous 
theological system. It incorporates elements of all kinds of 
religion in order to have fun. That’s all there is to it. 


PAVED WITH GOOD INTENTIONS 

The roads in 
AF'lKRLll'KiTiiiynot be 
paved w'ith either tire 
gold described in The 
Book of Re\ ’elation or 
the good intentions 
ascribed to hell’s feeder 
routes in folk wisdom, 
hut the\’ are extrcmcK’ 
important. /Mthough it 
seems ironic for astral 
dimensions being tra- 
versed by 
heavenly/infcvnal 
beings, the game stales 
cicarlv that all trav’cT is 
handled b\' means of * 
roads. Ton can bas e all the zones yon 
could possibly need for all the hire.s of 
souls which abound, but if Ihe zones 
aren’t acce.s,sible h\' roads, the zones won’t 
dcselop. 

1 found that portions of zones rarely 
develop if they arc more than three 
squares away from a road. So. as much as 
possible, it is good to have parallel roads 
roughly six .s(|iiares apart. ’ i his enables 
acce,ss from both sides and should assure 
prompt development. 

Of course, astute ob.sen’crs will look at 
the game interface and ask the (|ueslion. 
“If roads arc Ihe only w av to lra\ cT, why is 
there a track icon in the game?" While 
roads niav be the only way to travel within 
the heavcnh'/infcrnal dimensions, the 
name allows for travel bdwmi Ihe dimen- 


sions. lf\oii purchase a Kiimia Station 
and nil! track from the Kiirma Station to a 
Kanna Portal, you should see a shinnner- 
ing connection on the .screen. T his eon- 
neetion will enable the .souls who believe 
in reincarnation to initiate their journey to 
a new' life. Naturally, Ihe assemblage of 
PowcrsT1ia! Be will rcw'ard yon with 
enough pennies from heaven to make ihc 
effort worth \'onr while. 

TROUBLE IN PARADISE 

Naturallv, a god game wouldn’t he a 
god game if there weren’t any polcnliai 
cosmic trouble. The \’er.sion we [)la\ed 
had BIrIs of Paradise ilial lefl iheir mark 
on heas'cn and the Bats out {>f I lell lhal 
made sure there was no guano shortage in 


BIG DADDY SLOTH This anguished alien has a long sen- 
tence yet to serve. Using the Soulview icon, you can check 
on the inhabitants of any reward/punishment structure. 


the theological place of eternal punish- 
ment. /\nother calamirt’ was ly Blue 

1 leaven” where the entire celestial plane 
got the blocs. Vet anollier was "I lei! 
Freezes 0\’er.” Betcba' can’t giie.s.s w hat 
happened in that one. In our \’cr,sion, you 
had to invoke the.se troubles on vourself, 
they didn’t show' up in gameplav. Il’s 
unclear how it will work in the tinal ver- 


AFTERTHOUGHTS 

/\l’iT;i<LII'l'', Ls\ciy much a diverting 
software toy. It offers more detail and 
humor than SlNlCnvand its descendants, 
hut offers the balance and cliallengc of its 
storied predcee,s.sor. 'ihus far, our Irek into 
tile Arn-:R1.II'T'. has lieen simply di\ine.*t 
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DO YOU EVER WISH YOU WERE 60 FEET TALL, 
HAD CANNONS FOR ARMS, GUIDED 
^SILES O'^N YOUR SHOULDERS AND COULD FL^ 
4, AROUND AND KICK ROBOT BUTT? y 


^EIKfl, US TOO 


Your wish has been granted: EarthSIege 2. You'll get more than 50 missions, true 3-D texture-mapped terrain and incredible new burn-your- 
eyebrows-off pyrotechnics. The controls and cockpit interface are easy to use and infinitely customizable. And get a load of this: when you get tired 
of stomping Here butt on the ground, our new flight sim feature called the Razor lets you rain death from above. Cool? Yeah, we thought so too. 




SIERRA- Dyaswsr 
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Throwing Down 
The Ruhher 


Gauntlet 


Crashes Bring Down An Ambitious 
Wargame 

by Arinn Dembo 



Price: $48.99 
System Requirements: 
IBM compatible 486- 
66, 6 MB RAM, SVGA 
graphics, 20 MB hard 
drive space, 2x CD- 
ROM drive, Windows 
3.1 or higher, mouse; 
supports Windows 
compatible sound cards 
fi ot Players: 1 
Protection: None (CD 
must be in drive) 
Designer: Jeff 
Johannigman 
Publisher: MicroProse 
Hunt Valley, MD 
(800) 879-PLAY 
Reader Service #; 337 


N ow litre’s a cute idea for tlif 
ApotaKpsc; a disgruntled 
foinpiitcr game designer, 
robbed of the coqDonition 
lie built fi'oin.seratcli and 
bankrupted by a hostile 
takeover, decide,s to bring 
the planet toils knce.s. He 
disa])pearsfora\\hile. 
resurfacing a few \ ears later 
on the liilcrNet as Shadowliawk. the 
author of tlie newe.st and coolest action 
.shooter ever designed. It's called Smirk 
Hunler. and the first few Icseis arc a\ail- 
able to eager users as sliarcware; [iretti' 
.soon evers one with a kcs’board has down- 
loaded the game and eaten it up— on the 
home PC, on the Net, on tiie 1 .W at 
work, even on cor|ioratc and mililaiy 
mainframes. 

Wtll. 1 guess we all know what 
comes next; wackine.ss! ’Ilie killing 
\inis written into Smirk I luiilcr — 
tlie computer version of libola — 
brings the world as we know if to 
an end. Power plants shut down, 
and that sucks; nuclear plants melt 
down, and that sucks more. 

Aiqiorts are plunged into fire and 
chaos as automatic navigation 
and air traffic control computers 
shut down. World-wide eomnui- 
nicatioiis evaporate ai id ever}' 
major city on earth is in a slate of 
constant riot. Within months, the 


rioters are organi/ing. 
banding together, and 
fonniiig consortium 
tribes that govern thou- 
sands of,s{]uare mile,s. giv- 
ing evervone in their ])alh two options: 
join or die. 

'lliis is about where we come in. 'Ihe 
last remnants of US, Canadian, Me.siean 
and Nieaniguan miliiarv' forces have 
banded together into a organi/alion 
known as lAVA. 'nicre Ls no explanation 
for the initials, but the pur|iose of the 
organization is prelti’ clear: rule the 
world — or at least free it from all the other 
tribal consortiums — in the name of truth 
and justice. As a retired major of the old 
US anned forces, vou find vourself 







^ MINIFIG MUTINY If you don’t keep a watchful eye and 

1 Issue commands diligently, your troops will meander off 

1 Into enemy territory. 


niLssion as a Colonel in the lAVA; your 
mission is to liberate the globe from the 
\-okeofopprc.ssion. 

V)u realize, of course, this means war. 


forcible reactivated and given a field eom- 



BURNING AND LOOTING Even dyed-in-tlie-wool 
pacifists will gel satisfaction from watching the 
enemy base go up in real-time smoke, building by 
building. 


REVIEWING THE TROOPS 

Despite Ihe unabashed goofiness of its 
plot and premisc.Ti its MI'ANS Wm<!. 
from MicroProse, is meant to be a serious 
e.\crcise in slratcgv and tactics, and the 
scope of the game is veri’ ambitious. 
Gamepkw consists of discrete tactical 
engagements around the globe to wipe 
the enemy’s forces from the battlefield. 
Sometimes yon have to kill bis units, cri]> 
])le his production, or turn his men against 
him. but in the end il usually comes down 
to w'i])ing out his command center. 
Although you generally fight from an 
entrenched position, there are also mis- 
sions to establish a command post and 
various facilities, as well as strike missions 
in which vou have to eliminate the enemy 
before you run out of men, 

'llie number of units is verv' impres- 
sive- there are at least forty distinct types, 
as well as several v ariations on some basic 
buildings and troops. You have supporting 
slmclures, like command headquarters 
and civilian population centers, as well as 


.ilW 




Terrorists are holding hostages, and they don't 

aire it’ they lose one or two. DKADLINK puts 

you at the toretrirnt rrt an Anti-Terrorist ^ 

Division. You'll handle intelligence 

collection and e.xecute carefully 

planned attacks. DEADI-INK 

features over 17 complex levels, 

real-time action, and full 

motion video briefings and 

debriefings. Strategi/e well an d 

you'l I be considered a 

hero, make one ^ 

miscalculation and you'll ^ 

die a forgotten soul. IX 


22904 Lockness Avenue 
Torrance, CA 90501 

For Information, Please call (310) 326-8880 


Deadllneisa lraijemarkal(9199S Mlilennium Inleraclive llmllad. 
Nova Spring is a Irademark ol VIC TOKAI INC. 


iiltMli, 


SF»IRirsJC3 



STRATEGY/WARGAMES 


REVIEW • THIS MEANS WAR 



tilings ninning. and also a great inaiu’ pro- 
duction facilities, including baiiacks, fac- 
tories, rcsearcli stations and oil wells. 'Ilie 
dcfcnsi\c arra\’ is minimal, hot pretty keen 
as well, w ilh supply depots pcrfomiing 
repairs, and walls, bunkers, gun turrets, 
and radar to protect \'our installation. 
'Ifoops range from standard light infantry 
to civilian personnel like scouts and engi- 


neers, with a great ninnbcr of ground 
vehicles, armored vehicles, air support 
craft and artillery units ai ailablc in the lat- 
ter scenarios of the game. 

'lliere's nice detail in the combat sys- 
tem as w ell. Some buildings hav e their 
own toolbars, and the functions of the 
coniinand center, in particular', are 
unic|ue; this is the first time rv'c.seen a 
game trying to inelirde a viable model of 
intelligence and counter-irrtelligcnce 
o])eralions. Urrits can be grouped artd 
giverr eorrrmartds as a whole— and not 
only thrrt, birt they can be ordered to 
move in any of seven formations to con- 
centrate fim arrd ])rotect titcm,sclves as 
they;rdvatice. The barracks can produce 
officers, which can give attack and 
defense bonuses to any group they lead, 
'llicre is even a field promotion function 
w hich rewards the number of kills a unit 
makes; after five kills, for example, a light 
infantryman achieves “veteran" statirs, 
arrd has borrirscs to attack arrd defend, 
dlrere’sirn awfirl lot ofsrrbstanee in 


'I’i !IS Mtv\N'S W\k! C1MV\0, and fans of 
strategic and tactical games wxjuld love it, 
except for one thing: it doesn't work. ' 1 lie 
technical presentation and performrrnce 
of this game arc just awful. .Althorrgh it Iras 
the benefit of ninning from the Windows 
95 operating platfonn, its .system demands 
are fairly outrageous. On rnv 486, with 8 
MB of MM, a dual .sjjecd CD-RC )M ar rd 
a 4-MB gra|>hic card, ' 1 't its Miv\ns War! 
ran like molas.scs. At the ganre's mriximunr 
.speed, units crawled aero,s,s the screen rrt 
an agonizing snail’s pace, and scrolling 
across the screen was jerky, slow' and 
graceless. Cooalinating str ikes and diver- 
sions was a problem, becairsc 1 had no 
idea how long it would take to cross ter- 
rain. 

Worse, this title will crash voirr systenr, 
repeatedly, 'lliere is simply no explanatioir 
for'i'NBMs poor technical perfonnanec 
other than slapdash jirogramming. In a 
game where so much clever concejitual 
work has been done, this kind of bad 
craftsmanship is dorrbly uiiforttrnatc; it’s 



THE EVOLUTI 


ON OE CIVILIZATION 





THIS MEANS WAR • REVIEW 



► EVOLunoN REVOLunoN With increased techno- 
iogicai prowess and access to resources, you can 
buiid research centers, use advanced weapons and 
conduct espionage. 


like pniiiKling tcnbvood jjlanks together 
with mst)' nails. 

COMMAND AND COPY 

Despite the sliodd)' \vorkinan.shi[), 
however, Tl lis MkwsWar! might still 
have gotten some time on my hard drive if 
the same idea hadn’t already been done 
better. TiVIW bears a great resemblance to 
COMMXND &• CONQUKie '[>1050 two 


games are both li>'ing to co\'er 
the same ground, and doing it in 
much the same way, using a sci- 
ence fiction [)lot and a few min- 
utes of film clips to link a series 
of discrete tactical engagements 
into a multi-scenario cam|)aign. 
Mowes'er, there is absolutely no 
comparison in (|ualit\'. 
CoxtM/Wn &Cc)NQliHlt is by 
far the better game, not because 
it’s more clever or com[)lex, but 
simply because it runs like a 
dream and achieves everything 
that the design set out to do. 

'n ns Mtv\NS WAit! is not without good 
points, 'llie music is good rock n' roll 
that’s perfect for real-time warfare. '1 here 
arc also more tlian enough scenarios to 
keep j’ou busy. /\nd the fictional frame has 
a certain “gonzo" chann, although it feels 
as if it was tacked on at the la.st minute; in 
any case, pummcling opponents with 
names like Crocodile Chandi and 
Napolienne isn’t all bad. Wliethcr you 


prefer C&C’s political melodrama to 
'TTVIW’s emel and unusual puns is largelv 
a matter of ta.ste. 

'Ft li.s Miv\ns War! should have been 
better. Hie material is all there; it’s the 
execution that’s lacking. I would be happy 
to buy an updated version, with e\ er)- 
thing the same— just much, much faster 
and cleaner— and a.sec|uel with more 
modem graphics and s(jund would be 
even more welcome, lint until we .sec one 
or the other, gamers slapjred with a mbber 
gauntlet would be best advised to turn the 
other check. Sf 


^AM>EAL: Strategy and tactics fans 
with an appetite for puns and carica- 
ture. 

^PROS: Lots of units, good sound- 
track, interesting co mbat details like 
spies, fonnations, 
and officer training. 

^C(M4S: The game 

is prone to crashes, ■ _ 

and it runs like a ] ^ 

slug even on fast I 

machines. I 'w 




SID MEIER’S 

cmiJZfflONii 

THE ULTIMATE VERSION OF 
THE BEST-SELLING STRATEGY GAME. 



Great ntiijcls everyw'liert.; agree. (^Kilizalimi htis iiiiclergoiu' 
a dicuiiatie Iratisfortnalion. Intitxlu( ' 

ChTlizalioii" II. Btiili! mi enipiir* to sjxui 
liistoiT. But this tiint*. liaxe even more 
fun doing it.! Crenlii new' Vixindei's of 
the World like l..eonai'( lo da V'inei 
Workshop and Sun Tzu s War 
Academy. En(;ount.<ii‘ now tribes like 
tlie Celts, ,Iapari(\s(), Vikings and 
Sioux. It’s iiew' iccthiioiog)', New c-it\- 
impi’ovcmeni.s. And new S\G.‘\. 

So, if you wem cluillengfxl Ijvihe original 
Sid .Meier's Cix’ilizatii ui'I* \‘ou Ixjitei' plan vi.nir e\en' nnw<* 
carefiillv. Bceausr.' in this game, it's suiwivaJ of tJie fittest. 



For IBM'-PC & Compatibles on CD-ROM. 
1-800-B79-FLA.Y. iillp://w\\Av.inicroprose.(‘om 

Call 1.800-771-3772 for Infonnadon on Come Rniings. 
@1996 MicroProse Software, Inc. All rights reserved. 
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Price: S31.50 
Minimum 
Requiremenis: 486-33, 
8 MB RAM. SVGA 
graphics, 1 MB hard 
drive space. 2x CD- 
ROM, Windows 3.1 or 
Win95, mouse; sup- 
ports Sound Blaster 
compatible sound cards 
Recommended: 486- 
66, 20 MB hard drive 
space 

# of Players: 1-4; 2 by 
modem, up to 4 by 
network or Internet 
Protection: None (CD 
must be in drive) 
Designer: Power 
Games International 
Publisher: IBM 
Atlanta, 6A 
(800) 426-7235 
ReadBr SarviCB ft: 338 




Wargame Lite 

Power Will Give You A Quick Strategy Buzz, But It Soon Wears Off 

by Mike Fay g power C ommandeMna:hlef IDEMO): Turn 1 [ol? 



I BM’s fomv into the wargiiming 
iiiclustr\' sounds like a bad beer 
coniinereial. “Are yon about to 
invade Russia for the fort\’-fiftl i 
lime? STOP! 'IhMlic new, fast- 
paced strateg>' game that’s .sweep- 
inglhe nation: POWKICTI N- 
CiWli'.froin IBM. It’sac|niekand 
easy way to kick some butt, eiti ler 
against the computer or your 
fa\orite \ictim. I f you want to in\ ade 
Normandv, you’ll have to fly there; but for 
lite, first fun, this is the place...’’ 

Powibit falls somewhere between 
checkers iiiid Av/,sc;;;c//\//ies. 'Ihercarc 
nine fairly simple units, and the same 
game board is alwa\’s used, 'lliere arc 
alua\s fourplasers (human or Al) who 
slart in the comeni of the board with iden- 
tical .sets of pieces. 'Ihe object of the 
giimc is to collect power points bs’ invad- 
ing other players’ tcrritoiy and ovcipower- 
ing ihcir stacks with your .stronger onc.s. 

The game is positioned as part of it 
series ol Internet games by IBM. The 
head-to-head options offered are good, 
iind include built-in Intenret IP address 
.sup[)or1. Simple, effective ntlcs make 
icaming the game easy. Unlike mo.st 
w argame.s, when one stack beats another, 
it cciphiiVH it. instead of destroying it. 

Power begets power and, together with 
timed rounds (which last up to two min- 
utes), this game moves fast. It is hard to 
imagine a game lasting longer than forty 
minutes or so. 

PEEPING ROM 

Although the niles say Poui-ai uses 
simultaneous mosement. be forewarned 
that this is not true for AI opponents, dhev 
peek al your moves, \s bich ghes them a 
huge advantage; thcAl can .see w-here 
plavcrs move, but yon can’t. You have to 
a,ssnmctlie worst— that ainthing thcAl 
can counter witli or throw at you. it will. 


Meanwhile. Al players have the lirvuiy of 
.spreading their forces thin, getting extra 
power points and making mines against 
.smaller slacks, dheir overall power 
increases quickly. Upshot: good fortune in 
the first ten turns will make or break ihc 
game. If you can’t .swing a major capliire 
c|uickK; the Al will probably run away willi 
the lead, 

.AclualK’, in solo pla\; you can w in the 
game about half the time consistently, 
even at the toughest setting. \Mfh such an 
olliciv\’i.sc wcak.-M, this game would be 
too easy to beat if it weren’t for the fact 
that the computer cheats. 

A LiniE MORE VOLTAGE, PLEASE? 

Powl'tR .suffers from a lack of options. 

'I here is onl\' one fixed map (although you 
can change Ihc wallpaper behind it), 'ibu 
can’t .select the power values as-socialcd 
with units, change the game .so that units 
are destroyed, or change (lie number of 
power units one receives from s(|uare.s. All 
ol lhc,sc features would have been fairly 
cusy to implement, and would have 
allow'cd foi' more options and longer 


games. Likewise, the game has a varieh'of 
multiplayer options, yet it can’t be pla\ cd 
by holseat (only one of the four positions 
can be human). It could have been i|uick 
fun for gamers young and old within a 
houseliokl, being such a fast, straightfor- 
ward game. 

PowisR is certainly no Ai.!,ll':f) 
Ckmuiu., and it lacks the needed depth 
to occup\' tnic wargamers. But as a ([uiek 
and dirt)- game to divert j'our strategic 
attentions for an hour or so, PouitR pro- 
vides a good disersion. Its limited scope 
and lack of depth, how ever, mean it w on’t 
slay long on your hard dri\e.*b 


^APraAL: Head-to-head wargamers 
looking for a quickie. 

^PROS: It’s fast, easy to learn, and 
has good multiplayer options, includ- 
ing Internet play. 

►CONS: Limited 
options, cheating 
Al and little depth 
lower its flexibility 
and solo replay 
value. 
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INTERACTIVE MAGIC PRESENTS 


H n I H !| 


In Civilization” and SiniCity ’ , you got a taste of playing God. 

And it was good. 

Now you’re ready to be God. Now You’re ready for Destiny. 

You make all the decisions that affect your destiny. 

You control the development of mankind -- from Stone Age to Space Age. 
And ultimately, you determine the fate of the entire universe. 




In the tradition of the great strategy games that came before it, Destiny puts you in 
charge. But unlike any God game you’ve ever played, or even seen before, Destiny 

allows you to walk among your 
subjects in a 3-D world. Now you 
can strategize like a real general 
-- hide your troops behind a hill 
and take the enemy by surprise! 


With Destiny, you don’t have to 
play a full campaign. Choose 
from multiple scenarios with 
both military and scientific 
victory options. Pit yourself 
against a highly intuitive A1 
operating under Win ‘95® or 
compete via network or modem. 







IM ll\ I ll.( IINOl.Olili.S 1,11) 


Look for the DESTINY Demo! 

www.imagicgames.com 
To order call: 1-800-789-1534 ext. 41 (North America only) 


PC CD-ROM 


MAGlC^ 


Civilization is a registered trademark of MicroProse. SimCtiy is a registered trademark of Maxis. Win ‘95 is a registered trademark of Microsoft Corp. 

© 1 996 Interactive Magic. All rights reserved. 
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Price: S59.95 
System Requirements: 

OS/2 (2.1) or higher, 
IBM compatible 386 or 
better (Pentium recom- 
mended), 8 MB RAM, 
VGA graphics (SVGA 
graphics recommend- 
ed), 2 MB RAM, 2x 
CD-ROM drive, mouse; 
supports most major 
sound cards. 
# of Players: 1 
Protection: Manual 
iook-up 

Designer: Brad Wardell 
Publisher: Stardock 
Systems, Inc. 

Canton, Ml 
313-453-0328 
Reader Service H: 339 


Where Few Have 
Gone Before 

Galactic Empire Building In The Vast Emptiness Of OS/2 Space 

by Tim Carter 


I I voii’w been \Viiq)cci for iiii\’ peri- 
od of liiiio, )oii know tlicrc iircn’l 
niinn’ii;ili\c'-iiioclc ()S/2 «iinic,s 
out there u'in^ for your iillention. 

I llicorigiiiiil C'r\i.\c:ric; 

I Cl\'ll,l/.\l')( )NS i.s probublv the 
lK',sl-know iiC)S/2g;iinL', w bicli is 
;i lilllu like saying it’s ibo prollicsl 
I girl in an all-boy’s .school. Bnl 


a game 
il had 


I ClMACl'IcChVwas still 
\’oii could bring boiuc to mom: 
decent grapliics, a \'arietv of 
Al personalities, and galactic 
CNiiansion and conquest 
models that have been com- 
pared to Civil, l//\n()N and 
MAS'IIsKOI'OKION. 

C.MACI'H: CiVILl/AIIONSZ 
has many new and inlcrcsling 
twists on this timc-bonoicd 
genre, partieularlyin terms of 
economic desclopmeui and 
])lanning. SaclK, however, il 
has a weak combat .system 
(wbidiis lliankfnllynotcin- 
cial to this t\’peofganic). 

C’.,\I.Cl\'2’s downfall, lliongli, 
is ils plodding pace; il issim- 
plv loo .slow. 

C'..\i.(h\'2 ])layers begin 
where lbe\ do in most gamc\sof ibis ilk. 
wilb a single coloiw ship, minimal Iccli- 
nologs'.and no know ledge of the w ider 
galaw. ’ 1 he galaw is made i ip of t|nad- 
nmts. each of w liieh may contain star s\v 
terns, which In I urn can ha\ e np to live 
planets each. 'Ihe begiiming game is 
compiiscd of exploration and initial 
eolonv development, as each side mces to 
expand their borders as much as possible 
bclorc running into other cis ili/alions. 

'Ihe middle game is s'onr standard "gel 


as strong as po.ssible witiioni uniting 
o\er\one cl.se against yon” Kpe campaign, 
made interesting here by a much more 
binding set of diplomalic tics. Bipolar 
galaxies e\olve treqiieniK', making wars 
both more intere.sting and a question of 
attrition, rather than wit or gnile. 

'Ihe end game, like others in this genre, 
iinolvcs eilher uniting or w iping out all of 
the competing races, leaving the plavcr in 
control of Ihe known universe. 'I he enm- 



SALVATION FOR WARP GALACTIC Civ2 is a welcome game for OS/2 
users, and is actually a decent game with a good economic model 
and tough Al. 


pnter keeps score, and w ill also rate your 
ci\iii/ation based on its deeeney aird sen- 
sitisitv to its allies. 

My bluest problem with C.M.CtxZ is 
(hat building planet improvements simpK' 
takes w a\' too long, hven if\ uu concen- 
Irale spending on planetars’ dcs elopmcnt 
nither (ban militarx’ eoiistmction or 
re.search, yon w ill likcK' end up with a 
liuge number of potential improx emenis 
and a major wait between each one. 
Skewing spending alsf) puls one into a 


major technological deficit, iillinialely 
iiiKiennining the mililar)' capabilities of 
your empire. 

'Ihe slow pace is unfortunate, as ihe 
rest of the economic s>xlem is actually 
rather neat. Players control their s[)ending 
and saxings, and must decide between 
investing in induslrx’and simpK’ buying 
what thev want from external contractors. 
Inlereslinglx'cnongb, you can either buy 
the desired item outright, or pay a doxx n- 
paymcnl and then an 
extended lease.'Ihe lease 
option ailoxws enrsh buying 
programs in the event of a 
crisis, bnl the terms are 
often nnfax'orabie in the 
long tenn. ’hx) many lea.se.s 
xvill really drain your cash 
floxx’, cutting into the 
amount of money available 
lor capital building pro- 
grams, so the trick is to bal- 
ance immediate and long- 
term needs. 

'limean niise money 
through the three 'Is of big- 
time revenue: taxes, Ir.ide 
and tourism. Ihe problem 
with taxes, Ibougb, is that the 
tax rale is on a galactic lex cl. While I can 
see the logistical benefits of a single tax 
rale, and I don’t want to rai,se anyone's ire 
in an election vear. il would be nice to be 
able to tw eak il for planets which are 
either partieularlx’ rich and bappx’ or arc 
poor, unbappx', and rebellious. Peaceful 
cixilizations benefit greatK’ from extended 
trade routes. A major trade initialixe can 
geneiale as much cash, after a few hun- 
dred years of sirip-building, as the entire 
lax base. Bexvare of trade wars, boxx'cver. 
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You're either a hero or you're history in The Rise and Rule of 
Ancient Empires. Incredible, lifelike graphics and helmet-rattling 
sound effects make you feel like you are there — piiiaging and 
ransacking with the best of them. You alone can conquer and 
control ancient Mesopotamia, China, Egypt, Greece, or India. 

Or pit yourself 


raid a neighboring civilization by modemi Is that cool, or what? 

Explore. Build. Conquer. March over to your nearest software dealer 
this Spring. You can also hit us at: http://www.sierra.com, 
or call 1-800-757-7707. 


™ Rise Rule 
Ancient Empires 


©1996 Sierra On-Line, Inc.® and/or™ designate trademarks of. or licensed to Sierra On-Line. Inc. All rights reserved. Runs on Windows 95 or 3.1. 
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since clccliiriii!^ war can be 
clifficiill if your entire econ- 
omy is (lepeiiciant on trade 
willillieenili/alionvoii 
w ish to attack. 

Combat in ClAi,Clv2 is 
pretty slrai^lilfor\vard...and, 
after a w hile, prcth dull. 

Individual ships fight highK’ 
al>slraclcd battles o\er 
w hich players have no 
direct control. Von sim[)l\' 
move your ship into a 
sc|uaie occupied b)' the 
enemy and the computer 
blows u]) one of the combatants. It is |)os- 
sible to combine man)' ships into a battle 
fleet, although this has no effect on corn- 
hat. I liis tact is irseful, though, to dittusc 
micromanagement of units, c, specially 
w'licn )'on have many ships to direct. 

Actually, the eiitire .space movement 
interface could have been better thought 
out. Ships may be moved individually on 
a sc|uarc-hy-s{|uaie basis, but this can 
become irrctriesaldv tctlious with an\'- 
tliing oilier than the most minimal fleet, 
'llie designers bas e jimvided an autopilot 
function that allow s you to dtrcct their 
ships to an)' explored point in the galaxy, 
wiiich works well for coloni/ation. hut not 
during warfare. .Autopilot just doesn’t give 
you enough flexibility; S'our all-])owerfuI 
hattleflcet, en-routc to a prc.set wa)point, 
may fl\’ right past an iiwading cneni)' fleet! 

Because the screen flips rapidly from 
one autopilot move to the next, if one of 


► AQUALLY INTELLIGENT Galactic Civ2's Al is pretty tough 
at the more difficult levels, whether in combat or in diplo- 
matic negotiations. 


CUTOUT KLINGONS You can't customize ships in 
Galactic Civ 2, and the combat is very simplified when 
compared to DOS-based strategy games. 


your ships gets close to a hostile alien 
craft, you w ill lia\e to rememhcrw'hich 
quadrant it was in and then .switch hack to 
it later to turn the autopilot off. Since ail 
the ships of each class look the .same, this 
Is difficult and frustrating, e.specially when 
you have many w'andering at one time. 

Ships cannot be custom designed. 
Instead, different and more pow'crful 
clas,sas become available as the support- 
ing technology is researched. In keeping 
with the simplicit)' of the combat sv'stem, 
ships are onl)' rated for attack, defense, 
movement and strength. Kach alien race 
has its own set of ships, which also 
hecuine available as the race develops its 
leclinolug)'. 

G\i.Cl\'2 boasts fi\'e ieseis of Al, the 
uppennosf of which is prelh' dam good. 
On the other hand, with a simple combat 
.SA'stcin and a straightfonvard set of build- 
ing priorities, the computer does not have 
much to .screw up, either. G,M.Ci\ 2 ran 
free of crashes, and tlic sound was casv to 
install and worked well l^ither than .sui> 
pK'ing a constant soundtrack, s arious 
themes come and go in conjuction with 
specific events. 1 suspect this was done in 
an attempt to keep the music from 
becoming monotonous — if so, it suc- 
ceeded nicely. As the documentation 
frcci)' admits, how'cvcr, the game nins 
slow wlicii pla)ing in a larger galaxy' with 
the lull complement of computer oppo- 
neuts. 

'llic game is also not without technical 
problems. Occasionally the graphics will 
not refresh w'hen switching hcKvccn 
screens, so that last screen you s'icvvcd 


remains as the hackgroiiiid to the present- 
ly acti\ c screen. This is .somewhat annoy- 
ing, but docs not affect game play. On the 
other hand, the inteifacc has a tendcncA 
to skip ahead of the player w hen presenl- 
ing.sequenlial information. I’or instance, 
when you eoloni/e a planet, you are giv en 
(he option of heginnitig construction on 
that planet’s first improvement, as well as 
its first space sliip. l''ret|Henily, however, 
before you can make a seleetiou, the 
computer moves on toother planets in 
your po.ssession which have finished their 
own projects and need new orders. 'I he 
computer never reliims to the newly-col- 
onized planet, and unle.ss you reinemher 
to .select it from Ihe planet menu, it will 
never i)cgin building anything. When y'ou 
have dozens of planets in clevelo|)menf 
and are colonizing worlds as c|iiiekly as 
possible, it is quite possible to lose track of 
a particular colony and only clLseover 20 
game-years later that it has been lying tal- 
low while ihe alien hoards approached. 

I realize that Ihe pickings are ])relly 
sparse for OS/2 ii.sers out there, and 
G\i ,Cl\ ’2 is by i to n teat is a bad game. I 
just can’t help feeling tlnil with a little 
more playtating and a little more atten- 
tion to pace, it would have been much 
more fun. Still, the economic system pro- 
vides players vyilh many more options and 
much greater intereonneetivily betw een 
economic decisions than most eivili/ii- 
tion-lyije games. 

Who will want to spend the money for 
C.\l.Ci\'2? Well, galactic builders, ])articu- 
larly patient galactic builders, w ill proba- 
bly get full yalue for (heir dollars, ’llie 
more aetkm-iiieliiied warlike strategists 
may want to pa.ss this one by. <^5 


^APPEAL: It won’t make DOS users 
run out to buy QS/2, but this game is 
definitely a welcome respite from the 
OS/2 gaming drought. 

>PROS: GalCivZ has a neat economic 
model, is simple to learn, and has 
excellent Al. 

^CONS: The pace 
of the game is too 
slow, the combat is 
weak, and it suffers 
from a few technical 
problems. 
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THE INTERNET SHOULD BE SO EASY. 


WITH PIPELINE, THE INTERNET IS AS EASY AS STEALINC CANDY FROM A BABY. 


THE CANDY: Easy to take, easy to use, not to mention immediate access to the Internet; enough information to get your doctorate: 
e-mai! that virtually eliminates the need for the post office; as well as News Groups, Internet Relay Chat, FTP, Gopher and the opportunity to 
create your own homepage on the World Wide Web. Our award-winning, easy interface is fully compatible with leading Web browsers, including 
Netscape!^ THE DEAL: For only $19.95 a month you get unlimited local access to all the Internet has to offer and no sneaky additional 


hourly charges to make you cranky. THE NUNBER: If you're still not interested, ring us at I -800-805-9840 anyway. 
1 M LJ The call’s free, the software's free and so are your first 1 4 days. You’ve got nothing to lose. 


SI iiSliNDay^l 



L-IME" 


Service fees apply beyond the first 14 free \ days. * Use of Neucape and other major Web browsers is limited to Windows users only. 
Valid major credit card \ required. Phone charges may apply. A PSINet Company. ©1996 PSINet, Inc. 
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Friends, Romans, 
Countrymen! 

Legions Of Advice For Improving Provinces In Caesar II 


by Alan Emrich and "Otmar" Schlunk 


F rom paving slonc to raising 
[)alaces, II j)uts llic 

gnmth of the Roiiian I'impire 
in vnur hands. While 
Governor, you ninsl build the 
prouncial capital, .suppress 
unruly tribes, cnish barbar- 
ians, and deal .swifilywilli 
domesfic unrest and other 
calamities. On lop of c\ er\'- 
ihiiig. the Kmperor stands as a .shadow 
ov er all sour w orks, with his Imperial hand 
out, raiding \ our coffers in the name of 
(axes, 

f or those scekinga more firm founda- 
tion in this ab.sorbing game of ancient 
SlMC^riV building, we would like to offer 



► MONEY'S THE THING Whoever said "Money isn’t everything" obviously 
I didn’t play Caesar II; denarii is the prime ingredient for empire building. 

the following lips. If you follow our advice 
and get an early enough start, w ho knows? 
I ’erhaps you can build Rome in a da} ! 

THE THREE PILLARS OF STABILITY 

hirst, raise a huge ba.se of plebeian 


workers. /\n initial workforce of 1(10 to 200 
plebes should get things rolling .smootlily, 
.so .set their initial pasToll at a])pro.\imately 
25 to 30 denarii, in a month or two, after 
s our cit)’ is laid out as far as sour budget 
will go, }'ou can alwas's scale back on 
the.se government 
cni|)lo\'ccs a little. 

Second, pick the 
side of the river with 
the smaller amount 
of land (it will be easi- 
er to defend, and bar- 
barian entr\‘ is more 
likely to pop up on the 
more landed side of the 
river), and start bs' layii ig 
out a “busine.ss district" in 
sour capital, lund a corner away from the 
river, w all it in, and start bv industrializing 
there. '1 he above corner of vour city cre- 
ates a solid initial business dLstrict where 
Ihe lea.st hami comes to ])ropcrtv salues. 

Ihird, closer to the river, you want to 
build your high-value housing area witii 
the goal of building large i)alaces. Since 
these are 3x3 buildings (they can each 
house 500 people — .so s'on don’t need a 
lot of them to bas e a big cit\') a good start- 
ing point is a 6x6 .square of housing sur- 
rounded with all the fixings, [f space is a 
[jnjblcm, a 3x6, 4x6 or 5x6 area will work 
prett}' w ell. too. I f v’ou're lucky, a 6x6 area 
can eventually have up to lour palaces 
and house 2,000 people. One or tw'o of 
these should be all yon need to rake in the 
bucb and reach the next ))romotion. Von 
also want vour housing area to bas e com- 
plete hospital and libraiy coscrage, as well 
its being walled off. 


PROVINCIAL PUNDITRY 

Build at least one indnstr}’ and either a 
trading po.st or port earl}' in the game. 'Fliis 
will suppl}' goods for \'ariou.s businesses in 
vour city, /Mways remember the ratio: one 
fuliv manned industry 
(30 [jlebes) can suppori 
up to three like 
busines.scs in town. 





Note that a busy 
trading po.st or a 
port w ith a ship- 
yard will do 
about as well. 
/Mways con- 
[ nect all your 
industries by road 

to your capital, /^o;;'/ block off these 
roads with gates for any prolonged period 
of time (trade is effectis ely cut off along 
any gated rnad.s), 

Kor defense, y ou don’t need to fonn a 
cohort right au'ay when starting a 
province. ( )ne tactic is to let the enemy 
come to your city and then steer them to 
the side of the river you’re not on. Once 
there, tiicy can only look longingly acros.s 
the river at your city until they eventually 
get bored and leave. 

To exercise this lactic, have all the 
provincial roads enter your city from its 
uninhabited side. Building provincial walls 
in strategic |)laee,s to divert barbarians also 
works (yon might have to build a small 
cohort somewhere before yon can do 
tl lis). I f 1 roi lide does enter your side of the 
river, build towers in their path to slow and 
kill them. 

A KILLER COHORT 

After you’ve built up your province. 
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build i\ big coliurt. You wani at least 100 
more troops than any barbarian tribe 
you’ve seen, so a 600 to 1200 man anny is 
a good size. 

Place tliis killer cohort near your capi- 
tal, since this is the destination of most 
enemies. Ifyoii can afford it, and arc 
besieged with barbarians from several dif- 
ferent ])lace,s, build a .second cohort near 
where the barbarians frec[uent. If they're 
gKing you trouble, don’t hesitate to go in a 
wipe them out. 

A weak tribe produces annies of 70+ 
troops and is defended by 150. Alocat 
tribe [)roduce.s annies of 200+ troops and 
defends it,sdfwith 300. As7ro;?g tribe pro- 
duces annies of 300 + troops and defends 
itself with -150. h'inally, a l)()werful tribe 
produces annies of 400+ troops and 
defends itself with 600. 


SENSE AND CENTURIONS 

\\1iat troo])s to use is up to you. Hcav\' 
infanlr)' cost about five denarii per month 
for anywhere from 55-100 troops. Tiiey 
train at a rate of 20 ])er month (the slow- 
est). but are excellent one-on-one fighters. 



^WALLUS MAXIMUS Wall off your residential district as soon as 
I possible, or the property value will never rise above the low 40s. 

I.ighl infantry train at a rate of 40 per 
month, and are mustered from coascript- 
ing citizens. Wdiile this technically makes 
them “free,” the higher your conscription 
rale is, the more unrest you’ll have in your 
ca|)ilal city. Unrest lowers the i^oijnlation 
tax yon can levy on your citizens, and 
decrca.scs your income substantially. A cri- 
sis, though, will unite your capital’s citi- 
zenry. 'lliis allou's you to boost your con- 





t CHARITY CASE When Caesar comes asking for tribute, you can wait a year or two 
before you tithe him, but make sure you eventually do pay. Also, if you must bribe him, 
do so only as a last resort. 


seriplion rale to about 30 percent for a 
year without anv serious long-tenn 
effects. Otherwise, the mriximum sustain- 
able conseriplion rate is between 12-19 
percent, depending on the province. 
Conscription beyond five percent, 
though, will start making the citizens 
unha[)[))', while a rale below that will keep 
them content. l''or this reason, when 
founding a new' province, it’s a good idea 
to keep the conscription rate at zero for as 
long as po.ssiblc. 

Slingers are obtained from pressing 
plcbes into the anny. Since they train at 
the speedy rate of 80 per month, in an 
emergency you can simply .shut down 
yonr labor forces and build your legions 
• very (|nickly. Von can also iccmit masses 
of new plebcs b)- sini])!)' throwing money 
at them, so getting a large group of 
slingers U[) in a relatively short period of 
time is relatively easy. 

'Ihe final troop (jpe are auxiliaries, llie 
cjuaiit)' of auxiliaries varies depending on 
tlic t^pc. liach |)rov ince has a limited 
number of them— .so once they die, 
the)'’ re gone forever (use them wisely). 

'1 hey cost a lot at 20 denarii per 
month for 50 troops, but they all train 
in one month, no matter how many 
yon order. After you use them you 
can disband them until they’re 


needed again. 

Wlien it comes to the battles them- 
selves, avoid any that yon don't think you 
can easily win. If you have no .slingers, or 
if your o]5poncnt has many bowmen, yonr 
best bet for minimizing kisses is to let the 
computer figi it for you. I f you have some 
slingers, however, )'on should probably do 
your own fighting. A good straiegv' is using 
)'our. slingers tovvhillle down advancing 
barbarians while the infantr)- fonns a 
defensive turtle position. Once the enemy 
is demoralized by your slingers, yonr other 
troops can mop them up fairly quickly. 

THE TAXMAN COMETH 


’^i he ideal lax rale varies from province 
to province, and also depends on 
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► imperial revenue service In an easy province, the highest 
I lax rate to use on industry and population is nine percent, while 
I hard provinces can stand no more than six percent. 

Iiappcniii" ill your provincial capital, 'llic 
best w ay to find out w-liat rate works well 
for you is to increase rate.son 
in(lustr)'and population by 
one percent per nionlb, until 
the respeclivc growih rale 
(li|)s below exirciiiely good. At 
this point, you know' you’re 
on llic edge of the maxinnun 
sustainable tax rale. To re- 
establish your c.v/rcweA’ good 
growth rate, drop the tax rate, 
w-ait forgrow'th to get 
e.Y/rc’/»e/)> good again, and 
llicn niainlain taxes at the 
tlireshold you discovered. In 
any ease, newr raise tax rates 
over^)%. 


and culture. 

'!b raise your empire rating, simply 
improve your province. Build ports, con- 
iieet all the towus with roads, and pm- 
vide access to all the border towns. 

Your peace rating automatically 
increases b}’ two percent every )'car. 
livers’ battle you win increases this rat- 
ing by another percentage |)oinl or two. 

I Jkewise, cvers’ battle you lose, or any 
successful attack by barbarians, lowers 
this rating by a percentage point or tw-o. 
'ilius, time and victory are the keys to 
peace. 

Prosperity goes U|) as your revenues 
inerea.se. 'lliis can therefore be 
increased witli more people in s our city, 
higher taxes (up to tlie maximum sus- 
tainable amount), and higher land values. 
You can rai.se your culture rating by 


LET THE ARCHERS HAVE IT Send a group or two of 
heavy infantiy or cavalry to destroy enemy missile 
troops as quickly as possible, before they wreak havoc 
on your troops 


SELF PROMOTION; "I SMELL RANK" 

Once your cit\' is 
flourishing and your 
militar)'is unstop- 
pable, 01 ?/)’ then is it 
time to think 
about lining vour 
own pockets and 
getting a pmmo- 
tion. Your pro- 
■ motion is 
dependent on 
four different 
ratings that 
the oracle 
gives yon. 

llie.se are; empire, peace, pro.sperily 



building more amenities or religious, 
entertainment, educational and sanitation 
buildings. ’Ilie amount of improvement in 
your culture rating roughly parallels wliat 
you pay for. If you’re scrimping, gardens 
are the most cost-effective improve? i lei it 
you can make. Circuses, librarie,s, basili- 
ca.s, arenas and hospitals are the i|uicke.st 
wav to impiove v our rating on a eosl-per- 
buikling basis. 

Once you're offered that next promo- 
tion. check \our personal fuiuLs. If you 
don't have enough ca.sh to start your next 
province off right, boost thcamouni of 
money you make per month (as much as 
the city can afford to pay you) and wait 
ten more years. 


It takes roughly 15,000 to 25,001) denarii 
to start a new province off with a walled 
residential and business district and a cou- 
ple provincial industries. 'Ihe emperor will 
supply you with mughly 20,000, 15,000, 
12,000, 7,000 or 5,000 of that ainounl 
(depending on w'hich of the five diffieultv’ 
levels vou'rc plaving at). You’ll need the 
rest from vour own, [)crsonal savings. 

SENATUS CONSULTUM ULTIMUM 

So, the ultimate decree ol the Senate is 
this: money. It's the most important factor 
in building Rome to its greatest potential. 
If you don’t have if, get it, because )'ou 
will certainty need it. limperor Caligula, 
who .squandered the vast ireasuiysuq)lus 
left him by his slingY'uncic'riberiu.s, 
imposed e.xtraordinarv' taxes to raise 
money (taxing law .suits, jjanderers and 
pro.stitntcs, among others). While you 
can’t he so brazen, clever play will keep 
your coffers full and the wagons and char- 
iots of local commerce running at full 
sjjecd. ^ 



T here’s an order of impor- 
tance for Plebeians, and 
the top priority for labor 
goes under the job 
descriptions of fire and water Having 
a slight excess here of 5-10 plebes is 
a good investment; more than that is 
wasteful. Here are some numbers to 
keep in mind: 

►1 plebe per 8 squares of build- 
ings for fire protection 
►1 plebe per 8 road squares 
►2 plebes per fountain or bath 
(wells and reservoirs require no 
plebes) 

►1 plebe per 8 regular wall 
squares to “man" them (towers 
require no plebes and produce 
soldiers when barbarians appear) 
►10 plebes can produce 1 unit of 
goods per month in the 
provinces— these 10 plebes will 
keep a single related business 
going at full capacity 
►Each provincial industry can han- 
dle up to 30 plebes for industry, 
so that three businesses can be 
stocked when running at full 
capacity. 
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the more / plaj future Shock the more It continues to 


amate me. It's really <juite increditle. I'd expect It to run very 
of 


sloglj considering the amount of graphic detail and amount of 
on-screen pol^^ons, hut it screams!" —HEtlTWE^AIlM^ 


Iffoudon thelleve our statement, that Terminator, future 
Shock heralds a neg a^e ofdPgames. surpassing all the 
existing ones, then try out the demo... 

Button gere gamed!" —SCOKE 


‘Look forBethesdaSoftgorks to have 
competitors running scared In the near 
future... " —Computer ^ame Kevieg 
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FREE PRODUCT INFORMATION 


IT’S AS EASY AS 1,2,3 


1. Fill in yauf name and address and checli dll 
your answers to Ihe seven research qieslions. 


2. Circle Ihe njmSers on the card thal correspond to 
Ihe ads or articles you'd like more inlormalion about. 


3. The literature will be mailed lo you Irom 
the advertiser free ol charge. 


CIRCLE FOR FREE INFORMATION 
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ry lour to six months 


2 . Computer {urreiilly ownert It: 

(Chock all that apply) 

01. DIBM compatible (Inlslslandard) 

03!d Amiga 

04. D OedicaleiJ game macliine 

05. □ None 

3. II tmel, •lial Iml? (Check one only) 
OI.DPowerPC 

02- □ Pentium (506) 

03. 0486 

04.0 386 
05. □286 

4. Do YOU own (M plan lo buy In neil 6 monlbt) 
a CD-ROM? (Check one only) 

OI.DOwn 

02.0 Plan to buy (6 months) 


6. Whore lie yoo most likely to pi 

02. □ Consumer electronic store 


04. 0 Computer store chain 

05, □ Direct Irom «ntlQr 

06. □ Mail order 


01. Strategy 




02.WarrMil[tary 




03. Role Haying 








05 ! Card 




06. Sport 




07. AUion/Arcade 




00. Educational 

09. Adventure 






4. □ Please send me a one-year (12-issue) subscription to Computer Gaming World forS27.94 
(U.S. price): all other countries add Si 6.00 lor additional postage. 


In a Hurry? Fax This Card To: 609-829-0692 
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MECHWARR10R2 

145 

219 

245 

ActSoft, inc- 

Mail Order lAoduets 

212 

140 

261 

/\nierican Power Comersion 

Back-DPS I’ro 

85 

142 

188 

Dei Rey/Bal!antine Books 

First King ofShannara 

201 

146 

51 

Bcfhcsda Softw'orks 

Daggcrfal! 

114 

141 

5(1 

Bcthcsrla Softworks 

Tcnninator/initure Shock 

205 

143 

54 

Capcom 

Foxhunt 

119 

147 

68 

Cliip.s&:BiLs 

Mail Order l^rodiicts 

94-99 

281 

61 

Chips &• Bits 

Role-f’laying & Board Games 

100,101 

280 

62 

Chips & Bits 

Battleground; Gettysburg/ Waterloo 176.177 

283 

195 

Chips & Bits 

Mail Order Adult 

219 

282 

45 

Chips &• Bits 

Budget Software 

215 

277 


Columbia I louse 

CD-Rom 

135 

148 

74 

Computer liL'q)ress 

Mail Order Products 

106,107 

177 

297 

Compiitcrl jfe 

Find Out 

92 

151 


CompnferMania 

Softbank l'A]5o/ConiputerMania 

90 

152 

170 

Discovery Communications Inc 

Discovery CD-Rom 

159 

150 

210 

Domark 

Total Mayhem 

147 

165 

267 

Eartliiink 

TotalyAcces-s 

156 

153 


Epic h'legaCamcs. Inc. 

Extreme Pinball 

68 

155 

92 

Falcon-Northwest 

Falcon .A LACi i A' 

214 

156 

247 

FormCen, Inc. 

Xenophage 

113 

228 

45 

FonnCen, inc. 

ShadowWarrior 

127 

163 

70 

I'onnGen, Inc. 

Duke Nukem 3D 

C2-C4,i 

164 

84 

I’ortc Technologie.s 

VFXl Headgear 

2,3 

160 

93 

Gamer’s Cold 

Mailorder Products 

216 

159 

73 

GolrflVee Lsnlcr])ri.sc.s 

Cylindrix 

116 

209 

242 

O'!’ Interaclise Software 

Final Dootn 

167 

207 

217 

I’Motion 

Virtual CJliess 

161 

211 

103 

i’Motion 

Knight's CliiLse 

65 

167 


Intel Corp. 

Pentium Overdrive Procassors 

29 

121 

201 

hrferact Accessories, Inc. 

INTCRACPPCCame 

C5 

222 

105 

Intcractis'c Magic 

Family of Product 

181 

194 

106 

Interactixe Magic 

Dcstiii) 

195 

174 

107 

Interactise Magic 

Capitali-sm 

87 

179 

108 

Interactive Magic 

Help Wanted 

211 

180 

58 

Interplay Productions 

Soccer 

169-171 

186 

59 

Interijlay Productions, Inc. 

Nonnalit)' 

73 

185 

116 

LucasArts Entertain. 

Hie Dig 

131 

239 

117 

lAicasAits Entertain. 

Iticliana {ones Desktop Ads; 

184 

181 

130 

Maxis 

Fiiimit! Pinball 

109 

275 

255 

Maxis 

MindwaqrTeaser 

203 

299 

72 

A'ledia Wave 

Mail Order I’rodiicts 

213 


71 

Media Wave 

Designers Wanted 

212 



Mcgatcch Software 

IA)wcr Dolls 

102 

Microfonim 

Iron Blood 

77 

Mieroforum 

Relx'l Runner 

175 

Microl’rrise Software, Inc. 

Civil 

192,193 

MicroProse Software, Inc. 

Master ofOrion 11 

115 

Microsoft 

Windows '95 

19 

Military Simulatioas, Inc. 

lighting h'alcons 

182 

Miiidscape 

Algol Devoid 

36,37 

MPG-Nel 

Multiplayer Games Network 

20,2! 

New World Computing 

Chaas Overloads 

44,45 

Novuslar 

W'argamcs 

212 

ORIGIN Sjstems, Inc. 

Crusader 

10,1! 

ORIGIN Systems, Inc. 

Abuse 

56,57 

ORIGIN Systems, Inc, 

Wing Commander IV 

31-33 

ORIGIN Ssstems, Inc. 

CylrerMage 

C6 

Philips Media 

Gear ! leads 

43 

Phili(>5 Media 

'Hie Dame W'as Ixraded 

187 

Pla)iiiatcs Interactive Enter. 

i’owcrslave 

75 

P!a>inales Interactive Enter. 

Into the Void 

120,121 

Piajinales Interactive Enter. 

Earthworm )im 2 

145 

Playmates Interactive Enter. 

Battle Arena Toshinden 

155 

PSINet 

Pipeline USA 

199 

Pulse Entertainment 

Bad Mojo 

105 

R&G Games 

Used Game Software 

212 

SancliiaiyW'oods 

Orion Burger 

122 

Sanctuary Woods 

Riddle of Master Lu 

139 

Sanctuary Woods 

Lion 

129 

Sierra On-Einc 

Civil War 

70 

Sierra On-Line 

Shivers 

67,69,71 

Sierra On-l Jnc 

EailhSicgc2 

189 

Sierra On-].jne 

.Aicieiit Empires 

197 

Siemi On-l,ine 

Silcnt'nuinder 

125 

Sir-Tech 

Wizardrj'GoId 

55 

Sirius Publishing. Inc, 

Treasure Qnc,st 

4,5 

Speclnim I loioByte, Inc. 

Top Cun 

81 

Stereo Crapliics 

Simuleyes VR Goggles 

140 

Strategic Siiiuiliilations, Inc. 

Fantasy General 

185 

Strategic Simiilulations. Inc. 

Silent 1 Innter 

172 

TAG Sj’stcins 

Jovstick Cnn 

164 

'1110 Av'iilon I lill Game Co. 

Wooden Shi|is &• Iron Men 

23 

lluindcrScat Technologies 

'lliundcrScat 

174 

UBI Soft. Inc, 

I3ii}Tnan 

50,51 

United CD-RO.M 

Mailorder Products 

217 

A^ertroiiix 

Mail Order Products 

218 

VicTokiii.Inc. 

Secrets oftlie Ixxst 

88 

VicTokii, Inc. 

Deadline 

191 

Virgin InleraciiveEiit. 

Terra Nova 

13 

Virgin Interactive Ent. 

11th Hour 

63 

Virgin interactive Ent. 

Tooiistnick 

89,91 

Virgin Interactive Ent. 

Command & Conquer: Covert Ops 

. 40,41 

Virtual I/O 

i glasses! 

8.9 

Xatrix Entertainment 

Cyberia2 

153 


°PkciKe see cich'ertisement for contact infonnation 



APRIL 1996 


CG 


Play to 



and yourself 



some 


M ake the ultimate move 
for serious gamers who 
know the score when it 
comes to buying computer 
gaming magazines. Subscribe 
to Computer Gaming World now and save 
up to 47% ! 


Score points and 
cosmic savings now 
with Computer Gaming World. 
We’re worlds apart from any other 
computer game magazine. 

• One year/12 issues - $27.94. 

YOU SAVE 41%! 


Every monthly issue brings you exclusive 
first looks at the hottest, newest games. . . 
the latest in multimedia, CD-ROM and 
interactive environments. Plus winning 
strategies, master clues, in-depth reviews - 
all the help you need to pump up your 
system and play out your fantasies on this 
planet and beyond. 


• Two years/24 issues - $49.97. 
YOU SAVE 47% ! 

Savings based on annual cover price of $47.40. 


CALL NOW TO SAVE UP TD 47% 



To ensure savings, mention this code to the operator who 
answers your call; 4Z95. 




LufjiJi jiurlidDii'i: -ilv/iiyj ii-jvy iiiy pniyj 
yuur Juulmipfur or iijy n&jkd yuu 
iiyyil, fuJ^y ij fyw iiiijiuiyj iy jiiujj iiiy 
UDuriyuuy djjlI yi(pyriyiiyyil jUlyjjjyupJy 
ijj iijy yf iJonijJUrdr ii'JiWiJg 

WurJd'j\M\ UrtJyr j'iJiiJJ. 


We're L ooking For The Next Sid Meier! 

We need 

• Simulation and Strategy Game Submissions 

• Simulation and Strategy Game Developers 
— 3D Programmers 
— Game Designers 
— Artists 

Interactive Magic is a startup simulation company with 
Major "Wild Bill" Stealey as our CEO. Stealey is the Ray Rutledge 

co-founder and former chairman of MicroProse. Sid Meier VP External Development 

and Stealey began MicroProse in 1 982 and together they PO Box 1 3491 

built the company to worldwide fame. Bill is doing it Research Triangle Park, NC 

again and he's looking for a few good Sid Meiers! 27709 

Note: Trevor Chon responded to this exact ad in J995and ph (919) 461-0722 
his game, Capitalism, has already sold over 50,000 copies!! f (91 9) 461-7023 



Contact us if you 
have what it takes: 
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THE MARKETPLACE 


WANTED 


Experienced game designers, programmers, 
graphic engineers. We want you to be a part 
of a company whose revenue reached 200 million 
last year. We offer executive's salary, plus bonus 
for relocation. Please send resume or demo work 
to: 47703 Fremont Blv. Fremont, CA 94538 
Attn. Department of Talent Develop & Search 


Circle Reader Service #71 


SSI'S IBM CD-ROM 20 WARGAME CLASSICS 
This unbelievable CD-ROM bundle is ONLY S33 and includes 22 games plus over 50 additional scenarios. Pan/er 
General, TANRSI, Batlles of Napoleon, War in Russia, Clash of Steel, Pacific War, Warlords, Pnn;;er Batlles, etc. 


-•ASK KOkOUR PKiiir. STEEL PANTHER ritEMlER NEWSLETTER ISSUIC (7 -SCLNAUIOS)!! 
STiCEL PANTHERS SCENARIO DISKS; 

$25Diskl: Dnepr River Crossing S25Disk2: British in Normandy $25Disk3: Batlles for Okinawa 

$25 Disk 4: Patton in North Africa S25Disk5: Guadalcanal/Tarawa S25Disk6: Stalingrad Campaign 

$25 Disk 9: Marshalls/Marianas S25 Disk 11: N. African Campaign $35 Disk 20: Barbarossa Campaign 


$39 Steel Panthers $39 \VCS3: Rifles $42 Allied General $45 Silent Hunter $42 I’lmthers-Sliadows 

$42 DDay America Invades $48 SU-27 Flanker $46 Battle: Getty. $46 Battle: ArdonnesSSO Road Sumter-App. 

$15 Battles of Napoleon $15 Gettysburg $15 Warship $20 Defend Alamo $42 Tigcr.s on the Prowl 

$32 Custers Last Command $15 Mcch Brigade $15 Stellar Crusade $10 War in Russia $42 Last Ulitzkricg 


We also carry Scenario Disks for Empire II, WCS3: Age ofRifle.s, Battle.s of Napoleon, WCS2: TA.NKS! 

$15 Pacific War Editor V. xl.22 $10 Mo' Slo (Slows down fast computers) $15 TANKS! Ultra Modem Database 


Add S4.50 ($6 Airborne) Shipping. CA add 7.2S®/o tax. NOVASTAR GAME CO. 

Hours: 8:00 am to 5:30 pm PST Monday-Saturday PO Box 10, Rocklin CA 95677 

Visa, M/C, Am, Exp, Checks, Money Orders (916)624-7113 » Fax (916) 630-1009 » novastan'tfvfr, net 
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H R&G GAMES H 

PO BOX 5008 Glendale Hts, IL 60139 

We Buy s Sell New s Used IBM Games & Hinlbooks 
Top Dollar paid for newer games. Check or 10% more for 
credit usually processed in jusi 1-2 days. Our Used games 
have boxes disks & manuals more in stock call (or prices: 


Absolute Zero CD 

$30 

Mechwarrior 2 CD 

$34 

Aces of the Deep 

$20 

Mission Critical CD 

$26 

Aces of the Pacific 

$15 

Nascar Racing CD 

$34 

Alone in Dark 2 

S25 

NBA Live 95 CD 

$28 

Alone in Dark 3 

$32 

NHL Hockey 95 CD 

$28 

Arena Elder Scroll 

$22 

Outpost CO 

$15 

Ascendancy CD 

$33 

Phantasmagoria CD 

$36 

Battle Beast CO 

$30 

Primal Rage CD 

$35 

Caesar 2 CD 

$35 

Ravenloft CD 

$20 

Comnd&Conquer 

$36 

Return to Zork CO 

$20 

Dark Forces CD 

$28 

Sam & Max CD 

$22 

Descent CD 

$22 

Savage Warrior CD 

$30 

The Dig CD 

$33 

Shivers CD 

$30 

Dragon Lore CD 

$24 

Sim City 

$16 

EF2000 CD 

$37 

Space Quest 6 CD 

$32 

EarlhsiegeCD 

$30 

Star Trek Final Unity 

$37 

Fade to Black CD 

$37 

Stonekeep CD 

$37 

Fifa96CD 

$30 

System Shock 

$15 

Frt Pg Sp Bbl 94 

$24 

Tank ComnderCD 

$30 

Frt Pg Sp Ftbl 95 

$25 

Tie Fighter 

$20 

Full Throttle CD 

$29 

Transport Tycoon 

$28 

Hardball 5 CD 

$30 

VoyuerCD 

$33 

The Hive CD 

$37 

Warcratt CO 

$27 

Lands of Lore CD 

$18 

Witchaven CD 

$30 

MS Flight Sim 5.0 

$26 

Wing Comder 3 CD 

$33 


For details or to order Call S 1 '800-525-GAME 
Free UPS Shipping with purchase of $75 or more 
Visa, MC, Discover, Cashier Check, Money Order accepted 
Shipping UPS SS, Overnight S9 COD available $10 
All games muU hai« cnginal [anas, dsAs & manuals (NO COPIES) in poM 
ccodlKvi. YiWiufig. etrtiats S mis Irse Any unaccaptado games will be return 
al your expense SS 14x5 per box Price t Avalatairty siCiect 10 change. 
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COMPUTER 

GAMIIVG WORLD 


175,000 


Volume 


Game Buyers 
Each Buying an 
Average of 1 8 
Games a Year 


: Put the power of this 

; audience to work for you. 

Call Marci Yamaguchi for 
advertising information 


(415) 357-4920 
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HOT SELLERS 


GAMES 

Command & Conquer 

$42.00 

21 AND OVER 

Dream Machine 

$35.00 

Lemmings Chronicles 

$14.00 

Dream Machine2 

$39.00 

Slip Stream 5000 

$21.00 

Night Watch 3 

$39.00 

Terminal Velocity 

$24.00 

Sey More Butts 2 

$39.00 

Need lor Speed 

$41.00 

Private Prison 

$39.00 

Worcroft 2 

$41.00 

Space Sirens 

$32.00 

Lode Runner 

$22.00 

Space Sirens 2 

$35.00 

Rebel Assault 

$19.00 

Hot Leather 

$28.00 

Dragon Lore 

Lora of the Rings 

$14.00 

Deep Throat Girls 4 

$28.00 

$14.00 

Nosty Ports 

$35.00 

NML96 

$39.00 

Virtually Yours 2 

$32.00 

FIFA 96 

$39.00 

Vampire's Kiss 

$35.00 

X-Wing Collection 

Mech Warrior 2 

$35.00 

Virtual Sex 

$35.00 

$34.00 

Virtual Sex Shoot 

$37.00 

11th Hour 

$44.00 

Latex 

$39.00 

7th Guest 

$18.00 

Virtual Valerie 2 

$39.00 

Black Night 

$24.00 

Sorority Sex Kittens 

$39.00 

F-14 

$18.00 

You're the Doctor 

$29.00 

Hexen 

$42.00 

Porno Poker 

$35.00 

Stonekeep 

$42.00 

Virtual Vixens 

$23.00 

CATALOGS AVAIUBIE 


OVER 300 ADULTTITLES 


ORDER NOW! 

1 - 800 - 560-6234 
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media wave 



$4 6 



$31 



$43 




Star Ranger 

$37 



$25 


Gabriel Knight 

$47 



11th Hour 
1 St Degree 
3D Pinball 
A1 02: Silent Hunter 
Aces of Deep2 
Across the Rhine 
Advanced Civilization 
Apache 

Battlecruiser3000 

Battlegroun:Gettysburg 

Beavis&Butthead 


$ 47 
$ 46 
$ 38 
$ 44 
$ 42 
$ 41 
$ 33 
$ 43 
$ 42 
$ 39 
$ 39 



Burn Cycle 

$ 34 

Last Dynasty 

$ 45 

Caesar2 

$ 39 

Lion 

$ 34 

Capitalism 

$ 37 

Magic Carpet 2 

$ 41 

Command & Conquer 

$ 40 

Master Lu 

$ 31 

Crusader 

$ 45 

Mechwarrior2 

$ 35 

Cyberia2 

$ 51 

' NBA live 96 

$ 36 

Daggerfall:Arena2 

$ 47 

NHL Hockey 96 

$ 33 

Dark Eye 

$ 39 

Panic in the Park 

$ 31 

Dark Force 

$ 43 

Phantasmagoria 

$ 47 

Dawn Patrol 2 

$ 40 

Pit Fall 

$ 32 

bescent2 

$ 43 

Primal Rage 

$ 39 

Dig 

$ 35 

Red Ghost 

S 33 

Doom2 

$ 45 

S.W.A.T. 

$ 39 

Druid 

$ 32 

ShangHai 

S 39 

DukeNukem 3D 

$ 34 

SimTower 

S 27 

Dungeon Master2 

$ 37 

StarTrek:JudgementRits 

$ 49 

Earth Worm Jim 

$ 42 

Steel Panther 

$ 38 

Earthsiege2 

$ 45 

SU-27WIN95 

$ 42 

Empire Pinball 

$ 35 

Terra Nova 

$ 39 

Exploration 

$ 37 

TFX2000 

$ 39 

Fade to Black 

$ 46 

Tie Fighter 

$ 36 

FiFaSoccer 

$ 39 

Top Gun 

$ 39 

FutlThrottle 

$ 41 

Total Distortion 

$ 49 

Gabriel Knight 2 

$ 47 

Trophy Bass 

$ 41 

Gadget 

$ 36 

Undera Killing Moon 

$ 41 

Hardball 5 

$ 39 

Virtual Pool 

$ 37 

Hive 

$ 43 

War Craft 2 

S 42 

Jagged Alliance 

$ 25 

Wing Commander4 

S 51 

Johnny Mnemonic 

$ 38 

WitchHaven 

. S 39 

King Quest? 

$ 35 

Zeddas 

S 34 


1 - 800 - 552-7835 
http://\iww. mwcd .com 

No surcharges on credit card orders. All C.O.D. add S5.00exliu. Returns 
require authorization# and are subject to 15% restocking fee. Shipping 
charges are apply, We are not responsible for any typographic errons. All 
price are subject to change without notice. 
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COMPUTER SYSTEMS . , ^ 
'263 Soiuh 8ay5hor6 Drire, Coos Boy, OR 97420 
Ph:|S41)269-077S fDX;(54lj267:2S7S. 
WW.FALCOK.COM' - ' 


“What’s even better than the outright speed Is 
the thoughtfulness of the design. This is 
ifrobably the perfect PC for games.” 

- Computer Gomes Strategy Plus 


^ The Falcon MACH V 133 MHz 
' Pentium™ - $2,995 

standard Features as of 1 /I /96: 

Intel Pentium"' 133 MHz Processor - 

] 00% Compotiblc with all PC Software 

Falcon Dual Voltage PCI Bus Motherboard - 
Accepts 75-200 MHz CPU's! 

256K of 8 Honoseconil Synchronous Burst Cache - NEW! 

64 Bit PCI Graphics Acceieratorwith 1 Megabyte 
1080 megabyte MODE 4 10 ms Enhanced IDE Hard Drive -NEW! 

6 megabytes of 60 ns EDO RAM expendable to 128 -NEW! 
140 ms 8 Speed Caddyless CD-ROM Drive -NEW! 

Creative Labs Soundblaster 1 6'“ & Shielded Multimedia Speakers 
CH Products Filghtstick PRO"' & High-Speed 


* ' “Perfectfonl 

* litis system is well worth the money.. J-’ 

• Computer Game Review. 100%. Rating' 


Dual Gameports 

14" SVGA Non-Interlaced Monitor, .28dp, Full-Screen 
101 Key Ergonomic Keyboard with Wrist Rest 
3 Button Serial Mouse with Mousepod 
Windows 95'" on CD 
MicrosoH DIRECT X drivers for 


- Serious Windows OS'" 

Gaming Included! 

One Year Parts & Labor Warranty Including One Year On-Site 
Service 

16550 UARTS, Customized BIOS’. Temperature Sensitive Fans 
and many other unique Features! 


“If you want to go all out for games, the 
Falcon is the best for your moneys” 

- Computer Gamtng'VVorld 


To Order Call: 

1 -800-258-6778 

VISA, MasterCard & Discover Accepted. 

Trodtinarlit ore the properly of iheh reipective owners. Opllenel equipment pictured. 
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CHIPS&BITSwc 


PO BOX 234 DEPT 10645 
ROCHESTER, VT 05767 
INT’L 802-767-3033 FAX 802-767-3382 


UNBEATABLE PRICES 


V FOR VICTORY 

'OOAY UTAH BEACH 1944’ Ihrusts you into the role of 
a military strategist during the Normandy invasion of 
WWil. As the Anietkan comrnander, you must overcorne 
stong German resistance to occupy the Cotentin penin- 
sula and the vntal port facilities at Chert»urg. CD $12 


WING COMMANDER DELUXE 

You may be the hottest pilot in the starfleet, but 72 
dogfight filled missions against the Kilrathi oughta 
cool your jets. Race into the Wing Commander 
Deluxe Edition and blast your way through the 
Vega CampaignI CD $19 


THE GRANDEST FLEET 

Only one fleet will be left afloat in this tiiriliing mas- 
terpiece from QQP. Experience the grueling cam- 
paigns, the agony of defeat and the exhilaration of 
victorylll Develop cultural resources and manage 
the growth of your population. $16 




AD&DEYE0FTHEBEH01J)ER3 

‘ASSAULT ON MYTH DRANNOR’ has the hottest 
graphics, more colors and more cinematics than ever. 
Prepare to be transported to ttie city of Myth Drannor in 
the Forgotten Realms world, where you must wrest an 
artifact of divine power from the dread lichAcwellan. $19 


MACHIAVELLI THE PRINCE 

Explore the world, rule the high seas, and trade with 
over 40 cities in this game of world conquest. Achieve 
your ends through military action and political and reli- 
gicus manipulation. Bribery, piracy and assassination 
are a few of the methods you'll employ. CD $19 


AIR COMBAT PACIFIC 1942 

Strap yourself into the cockpit and eiqTerience the ulti- 
mate simulation of eur combat over the Soutti Pacific. 
Chase down Wildcats, Corsairs and Zeros, drop torpe- 
does and perform dive-bomb attacks. Take full com- 
mand of either U.S. or Japanese forces. CD $12 


SOURCE 10645 

CALL TODAY FOR Add ^ ddO 

BEST SELECTION 


IBM ACTION H IBM ARCADE H IBM ROLEPLAYING H IBM SIMULATION H IBM STRATEGY ' ■ IBM TRADITIONAL 


1001 NigWsofDoomCO S19 

Castle WoKenslein CD S10 

Castle WollensiBln 3D Msn 2 St 9 

Syslam Shock CD St3 


IBM ADVENTURE 


Blue Fofco; Next of Kin S19 

CastloWolfcnsloin S6 

Chaos Continuum CD S12 

DayoftheTonlacIcCD S14 

Doomed on Arrival CO SS 

Fortress ol Or. Radiakl or COS1S 
Fourplay WIN $12 

QaOricI Kmghi $19 

GoOlinnsCO $19 

QrailOuCSI $9 

Hand Of Fate $12 

Heart of China S9 

HellCabCD $19 

Inca CO $15 

Inca2 $16 

Indiana Jones & Desktop $19 

Jack the Ripper CD $19 

King's Quest 6 OEM CD $15 

Kronolog : Nazi Paradox $16 

Lost Flics of Sherlock CD $15 

Morph Man CO $19 

Nervasof Steel CO $19 

PsychotronCD $17 

Ouanlum Gale WIN CO $19 

Return ol the Phantom $16 

Rex Nebular Cos Gen Ben $16 

Rex Nebular Cos Gen Ben $12 

Sam & Max Hit the Road $19 

Sam & Max Hit the Road CO $16 
Secret Monkey Island $ 1 2 

Secret Monkey Island CD $19 

Simon the Sorcerer $19 

Space Quest 4 CD $15 

Spellcasting 101 $9 

Star Trek: Judgement Riles $15 

Swap $9 

The Prophecy $16 

Tom & Jerry $9 

Wetlands CD $19 

Who Killed Sam Rupert CD $16 


IBM ARCADE 


51h Dimension CO $19 

Allens Ate My Babysitter $19 
Chaos Engine CD $19 

Creepers $19 

Crime Palrol CD $10 

Gobliiins 512 

GobliiinsS $16 

Gorg CD S9 


Moial & Laoo Upgrade $5 

Rotox $6 

SinkorSwimCD $19 

Sleepwalker $19 

SoccorKId $19 

Super Arcade Gamos CO $9 

Top lOOGamos V. 2 CD $12 

Vaxino $6 

Wild Slrcols $9 


IBM BUNDLES 


Allied Forces $12 

Allied Forces 5.25 $9 

Comedy Colleclion CO $19 

Dynamix Bundle 1 $9 

JelPackCD $19 

PGA GollAVorld Tennis CO $19 

Populous 2/Powermohger CO $15 
Power Hits: Qaliletech CD $19 

StarCohUolCollocl'nCD $19 

TakoTonCD $19 

War at Soa Collooiion CO $18 


IBM EDUCATIONAL 


Algebraic Proposer $19 

Oihosofi Multiply S Oivido $12 
Dinosoll Typing Tutor $10 
Oyno-OuBSl $9 

EcoOue5l3.5/S.25 $9 

Principles ol Chomisiry $19 
Quarky Ouaysoo's Turbo Sci $16 
Super SolversiOul Numbered $19 
Word Attack Plus! Spanish $19 


IBM REFERENCE 


OanngloFlyCD $9 

Evorywhoro USA Travel Gdo $9 
NFL Yearbook WIN CD $12 

One World CD $9 

PorsonelTrainor SAT $19 

Robotech: MncrossCD $15 

U.S. Btleships & Cruisers COS10 
U S. PresidoniCD $19 

U.S. ShulMoFloolCD $10 

U.S. Spy Planes CD $10 


IBM ROLEPLAYING 


Al-Oiidim: Qenio’B Curse CD $10 

Champions of Krynn $10 

Curss of iho Azure Bonds $19 

Dnomonsgato $19 

Dark Queen ol Krynn $19 

Dragon Lore CD $19 


Dungeon Hack $19 

Eye ol the Beholder 1-3 ea $19 
Knighls ol Legend Char Edit $9 
Knights ol Xentar Upgrade CD S5 
Lord of the Rings 1 Char Ed S9 
Lord of Iho Rings 1 i 2 $19 

Magic Candle 2 $12 

Magic Candle 3 $9 

MogaTravollonZhodani S9 
Might & Magic 3-5 ca $19 
Might S Magic Trilogy CD $19 
Pool ol Radiance $19 

Pools ol Darkness . $19 

Rings ol Medusa $6 

Romo: Pathway to Power $19 
Socrcl Silver Blades S19 

Sorlinel Worlds 1 $9 

Shadow Sorcerer $19 

Shadow Sorcerer 5.25 $9 

Talcs Magic $9 

Ultima 7 Senes CD $15 

UliimaTnlogy2 $19 

Ultima Underworld 2 Sl9 

Ullimalo Fantasy CD $19 

Unlimited Adventures $19 


IBM SCREEN SAVERS 


Bubblegum Crisis CD $19 

DogzCDWIN95 $19 

Doom2 $19 


IBM SIMULATION 


Air Combat Paciiic 1942 $16 

Assignment Miami $9 

Bailie Command 5.25 $6 

Combat Classics 2 S1Q 

Cyber Race $8 

Dawn Patrol S16 

Dawn Palrol CD $19 

Delta V $19 

Elite Plus $19 

F-19CD $14 

Ftsstrike EaglB2 $18 

Falcon 3 Scenario 2 S9 

Falcon 3.0 $16 

FighterWmg $16 

Flight SImToolKil $16 

Fly Iho Grand Canyon S9 

Ftonlior Elite 2 $19 

Great Naval Btls: Seen Bldr $9 
Grey Wolf WIN CD $19 

Gunshlp2000CD $14 

LIghlspood S9 

Maximum Overkill Mission 2 $12 
MochWarrior2NelMechCD $15 


MatalTochiEarthSiege Speh $20 
Precision Approach $12 

Privateer $15 

Privateer CD $15 

Real Weather Pilot $9 

RelhbutionCO $19 

SeaWolfCD $15 

SealTeam $12 

Seal Team CD $15 

Silent Service 2 $16 

Star Crusader Msn & Speech Si 9 
Strike Commander CD $15 
Sub Battle Simulator $12 

Sub War 2050 Plus CD $19 
Tie Fighter Mission Disk#1 $19 
UltrabolsCD $15 

Ultrabols Sanction Earth $12 
Wing Commander 1 OlxeCDS19 
Wing Commander 2 DIxe CD $15 
Wing Com'nder 2 w/Speeeh $19 
W'g Command Academy CD $15 
W'g Commander Amiaida CD St 5 


Wolf Pack CD $15 

World Circuit 516 

X-Wing Mission 2 $19 

Yeager's Air Combat CD $15 


IBM STRATEGY 


Battles ol Destiny $12 

CaesarorCDea $15 

ClasholSleel $19 

Colonization or CD ea $19 
Conquer lor Windows $19 
Conquered Kingdoms $19 
Conquered Kingdoms Seer 1 $9 
Crisis in the Kremlin S9 

Empire Deluxe WIN $19 

Empire Deluxe Scenario 1 $6 

Fort Apache S16 

Grandest Fleet $16 

Heirs to the Throne 519 

Jutland CD $19 

Machiavolli The Prince CD $19 
Millenium $6 

Pirates Gold WIN CD $19 

Project USA CD $19 

Railroad Tycoon CD $14 

Realms S16 

Rulosof Engagement S12 
Rules of Engagement 5.26 $6 

Rules ol Engagement 2 CpgnSIS 
Sabre Team $19 

Sim City 2000 Seen 1 WIN $14 
Sim City 2000 Scenario $12 
Sim City Classic Sets 1 & 2 $14 
Space Hulk CD S15 

Star Legions $10 

Starship S15 

Subversion S19 


Syndicate Plus CD $15 

Tegel's Mcrconatlos $12 

Terminator 2 Chesswars CD $16 
Walls of Rome Sl9 

Warlords 56 

Warlords 2 $19 

WorldsalWar $19 


IBM SPORTS 


APBA Baseball $19 

Avalanche Interactive CO $19 
Brett Hull Hockey '95 CO $19 
ESPN Spons Shorts CD S9 
Hard Ball 3 Colleelion CO $19 
Hardball 3 Players Disk $12 
IntemaTI Sports Challenge $9 
Inlerrral'l Sports Chall 5.25 $6 

Jack Nicklaus Clip An S3 

Jack Mcklaus Course Disk 5 S3 
J Nicklaus SE Course 1or 2 eaS3 
Jordan In Flight CO S13 

Links Pro 386 CO $19 

Links Pro 386 Goll $16 

Live Action Football CD $12 
ML Personal Pro Goll $19 
NFL Coaches Club FB or CO $14 
NFL Video Foolball $12 

NHL Hockoy'94 CD $15 

PGA Tour Goll Add-On CD $19 
Power Hits: Sports $6 

PtoFoolOall Analyst 92 Edition $6 
Serious Soccer S9 

Sporting Tnangic S3 

Tie Break Tennis $6 

Tom Landry Football $19 

Tony La Russa BB 2 92 Team S3 
Tony LaRussa Baseball $6 
Tony LaRussa Baseball 2 '93 S3 
Unnecessary Roughness $9 
Unnecessary Roughness '95 515 
Wayne Gretzky Hockey 3 $12 

World Hockey 95 CD $19 


IBM TRADITIONAL 


30-ITWINCD $9 

Bridge Olympiad $16 

CD Romix2-3CDca $9 

Casino Gambler Kil $19 

Demon Blue S6 

Dr Thorp's Mini B1ack|ack $6 
Elomcnis $18 

Even More IncroOiblo Mchno $19 
GQmoPackCD2CD $10 

Grand Slam Bridge 2/Gambi1 $15 
Inlerplay's Classic Colleclion $9 

Magic tho Gothor'g Demo CO S3 
NFL 75 Seasons WIN CD $12 


Magic Iho Gaihcr'g Demo CD $3 
NFL 75 Seasons WIN CD $12 
On Target $6 

Origamo $19 

Perlecl Pannor Bridge CD $12 
Professor Zany's Giveaways $10 
ProlessorZany'sJokesCD $10 
Reflux Issue 1 - 2 CD ea $19 
Saturday Night Live CD $16 
Scrabbla Deluxe CD $19 

SolilairosWIN $19 

Solitaires Journey $16 

TV Guido M-modia C-Words $19 
Take Your Best Shot CD $20 
Tako-A-8roak Crsswords CD $19 
Ultima Trivia CD $16 

Universal Nevorlock $19 

Video Game Solution 2 CD $16 
Viriual Vegas WIN CD S13 
Word Hunt WIN CO $9 


IBM WAR 


Aegis: Guardian ol Reel CD $19 
B‘24 $15 

Banzai $9 

Charge of the Light Brigade $16 
Civil War No Greater Glory $19 
Conflict. Korea $15 

D-Day:Begin'g of the End CD SI 5 
Dreadnoughts Bismark $9 
Dreadnoughts Ironclads $6 
Fields ol Glory CD $14 

Filth Fleet Scon Module 1 $19 

Flight Command 2 Msn Bldr $19 
Gary Grigsby Pacific War $19 
Gary Gngsby's War in Russia $19 
Harpoon 2 Bailie Set 2 $19 

Harpoon 2 Bailie Set 4 CD $20 
Harpoon Classic or WIN CD $19 
Harpoon Designer tor2ea $9 
High Command $19 

Lino In the Send S9 

MacArthur's War $16 

Panzer Genornl $19 

Rebel Charge: Chicamagua $15 
Shiloh $15 

Sons ol Liberty $15 

Storm Across Europe 5.25 $12 

Task Force 1942 $16 

Typhoon ol Stool $15 

UMS 2 Planot Editor $4 

V Victory Market Garden $19 

V Victory Market Garden CD $12 

V Victory Volikyo Luki CD $12 

V Victory: Utah Beach CO $12 

V Victory: Volikyo Lukl $19 

Waterloo $9 

When Two Worlds Wnr CD $15 


OVERNIGHT SHIPPING In IIS $4 per order. Mall to Canada, PH, HI, AK, APG, FPO $4 per order. Worldwide airmail $6 per Item. Handling $2 per shipment. Hardware orders may require addilionai shipping charges. Visa, MC and Discover accepted. 
Checks held 4 weeks. Money Orders under $20G same as cash. COO S8. Defectives replaced with same product. Most Hems shipped same day. Shipping limes may vary. Price/availability may change. AH sales tinal. Call for dstalls. 

cGwxstauoGETi Circle Reader Service ff45 oiawcniPSiBiTswc. 

























USED IBM GAMES 

COMPLETE & VIRUS FREE: 
WITH THE ORIGINAL BOX. 
DOCUMENTATION AND 
DISKS 

I942PACIF1CAIRWAR 19 

A-TRAIN 15 

ACESOfTHEOEEP 25 

ACES OF THE PACIFIC 19 

ACES OVER EUROPE 19 

AIR BUCKS 10 

AL-OADIM-GENIE’SCUR 17 

ALIEN LEGACY 18 

ALONE IN THE DARK 11 

ALTEREO DESTINY 10 

AMAZON a 

AMBUSH AT SORINOR 10 

ARENA: ELDER SCROLLS 25 

BARD'STALEI 12 

BAmECHESSWOO 18 

BATTLES Of DESTINY 9 

BETRAYAL AT KRONDOR 18 

BLOODNET 14 

BLUE AND GRAY 15 

CAESAR 12 

CAMPAIGN 2 18 

CAHRIERSATWAR 15 

CARRIERS ATWAR 2 29 

CASTLES 9 

CO- ALONE IN THE DARK 19 

CO- BLOOD BOWL 15 

CO-CYCLONES 14 

CD- HAND OF FATE 19 

CD- JAGGED ALLIANCE 32 

CD- LOST IN TIME 9 

CD- PSYCHOTRON 12 

CD-SPACEQUEST4 14 

CD-T0NYLARUSSABS2 12 

CD-3D ULTRA PINBALL 29 

CD-7TH GUEST 20 

CD-ACES OF DEEP COMM 35 

CD-ACESOFTHEDEEP 31 

CD-ACES OF THE PACIFIC 25 

CD-ACES OVER EUROPE 23 

CD-ACROSS THE RHINE 25 

CD-AD&D THREE WORLD 15 

CD-ADV CIVILIZATION 26 

CD-AEGIS GUARD FLEET 22 

CD-AL-OADIM GENIE CUR 19 

CD-ALIEN LEGACY 29 

CD-ALIEN LOGIC 15 

CD-ALIENVIRUS 17 

CD-ALIENS 32 

CD-ALONE IN DARK 2 29 

CD-ALONE IN DARK 3 32 

CD-APACHE 29 

CO-ARMORED FIST 15 

CO-ASCENDANCY 34 

CO-AWAROWINWARGA 29 

CO-BAmE BEAST 22 

CO BAnLE ISLE 2200 19 

CO-BENEATH STEEL SKY 19 

CO-BETRAYAL AT KROND 19 

CO-BIO FORGE 25 

CD-BLACKTHORNE 19 

CD-BLOODWINGS 29 

CD-BREACH3 30 

CD-BRETTHULL95 19 

CD-BUREAU 17 

CD-BURN CYCLE 28 

CD-C . E. 0. 29 

CD-CAESAR 2 32 

CD-CASTLES2 19 

CD-CELTIC TALES BALOR 28 

CD-CHAMPAIGN 
CD-CHAOS ENGINE 
CD-CHESSMASTER4Q0D 
CD-CIVIL WAR 
CD-COLONIZATION 
CD-COMANDER BLOOD 


CO-CYBER RACE 
CO-CYBERIA 
CD-CYBERWAR 
CO-CYCLONES 
CD-DZONEDOOM1&2 
CD-D-DAYOPERATOVER 
CD-DAEDALUSENCOUNT 
CD-DARK FORCES 
CD-DARK SUN 2 WAKE RA 
CO-DAWN PATRAL 
CD-DAYOF TENTACLE 
CD-DEATH DAY COLLECT 
CO-DEATH GATE 
CD-DEFINITIVE WARGAM 
CD-DELTAV 
CD-DEMON GATE DOOM 
CD-DESCENT 
CD-DISCWORLD 
CD-DOOM 
CD-DOOM2 


mpAmsmoRusmGjms 

We want your current used games 

1 - 800 - 377-8578 

In Canada, <all 605-339-2060 

\H\HT t \ tol for aulborizflfcn before sh^ or 
\ \ liWfetfwcimir(tiiote5to605-334-8765 

liM0yomr0lmodilre>iifAXj,o.l 

WE SELL USED GAMES 

All gomes ore iesled & IBM disks virus checked 

gcrai VI In origlntl bn vilh uifail ^xvoaikaHn 

Coll for current title ovoilibility 

WE ACCEPT ONLY 
VISA/^osterCard/D'mver 
Uonsy Ordeis/Coshkn Check 

'(i]|(nnbiitsiU4|'beianai4((JiL8.‘ 

Most items shipped some duy. S5 UPS/S9 2nd Day Air 

aBwiiknialhnoaCismJmisI^iiml! 

GAMEH'S COLO • lOOB W. 41s1 Stieet • Sk-jx Fsib • Soulh Dakolo • 57105 



Got Something To Sell? 

Follow these Easy Steps 

moil list to GAMER'S <MLO. 

2. CAMfR'S Goto -mI! qiKile tke currenl buying 
pricoj & itiuc on cutbortzolion number tor your ihlpmenl. 
Gomes will not be occopleci wilhout on oulKorizatlon no. 
Price quotet ore good (or 1 4 doyt. 


S. Your ctreck wiFusuofly bo mailed williin 1 0- 1 4 working 
dayi of receiving ^r gomei. Some ‘wijh liil* gome 
crMitt may take pigntly longer to fill. 

Gomu will be chocked for viruMt & compleltness. 
Gomes must be complole with oil disks, printed moteriols, 
& in origirsal box. IrKompleto gomes will bo returrsed at 
your expertse. Wc do not occept 5, 75" disk gorrres. 


CO-FLIGHT UNLIMITED 

TR RADIA 

)Y PHARKAS 


CD-FRONT PAGE BASES 
CD-FRONT PAGE FB 96 
CD-FULL THROTTLE 
CO-FURY 3 FURY CUBED 
CD-FX FIGHTER 


CD-MACHIAVELLI PRINCE 23 
CD-MAGIC CARPET 25 
CD-MASTER OF MAGIC 29 
CD-MASTER OF ORION 24 
M OVERKILL 25 


iR2 


34 



CO-MEGA RACE 
CO-MENZOBERRANZAN 27 

CD-METALTECH EARTHS 25 

CO-MILLENNIUM AUCTION 20 

CD-MONTY PYTHONS 29 

CD-MORTAL KOMBAT 36 

CD-MORTAL KGMBAT 2 28 

CD-MYST 32 

CD-NASCAR RACING 34 

CD-NBALIVE 95 29 

CO-NEED FOR SPEED 33 

CO-NERVES OF STEEL 15 

CD-NHL96 30 

CD-NHL HOCKEY 95 


22 


CD-ULTIMATE FOOTB 95 
CD-ULTIMATE FOOTBALL 
CD-UNDER KILLING MOON 
CD-US NAVY FIGHT EXP 
CD-US NAVY FIGHTERS 

CD-VICTOR VECTOR HYP 


TO GET OUR 
NEW UPDATED 
PRICE SHEET 

Coll aoo-srz-ss/a 

l«Ccinodd, {ell405-339-2060 
I We'H moil or FAX our 
‘of^Hprite shoot wilh all 
ovriurrenltlllosl 


CD-OPER CRUSADER 

CD-OUTPOST 
CD-PANZER GENERAL 
CD-PGA TOUR GOLF 486 
CD-PGA TOUR GOLF 96 
CD-PHANTASMAGORIA 
CD-PITFALL WIND0WS95 
CD-PIZZA TYCOON 





3 

HARPOON 2 

HEART OF CHINA-VGA 

HEXX 

HIGH COMMAND IBY36D) 
INDY JONES FATEATLA 
INHERIT THE EARTH 
IRON CROSS 
ISLE OF DEAD 
JEOPARDY 
KING'S QUEST 4-EGA 
KINGS QUEST 5-VGA 


LANDS Of LORE 
LEGACYiflEALMOFTER 

JDOFKYRANOIA 

IS OFVALOR 


IE SUIT LARRY 1 
LEISURE SUIT LARRY 5 
TESUITLARRY6 


. )K BARTON CR 
(SPRODKBANFFSP 
LINKS PROOKPINEHUR 
LOST FILES SHERLOCK 
MAELSTROM 


MASTER OF MAGIC 
MASTER OF ORION 
MAXIMUM OVERKILL 
METALTECH: BATTLEDfi 
MICROSOFTiSPACESiM 
MIGHTS MAGIC 4 CLOUD 
MIGHTS MAGIC 5 DARK 
MORTAL KOMBAT 
NASCAR FIACING 
NFL COACHES’ CLUB 
NHL HOCKEY 
NO GREATER GLORY 
OPERATION CRUSADER 
PACIFIC STRIKE 
PACIFIC STRIKE SPEECH 
PACIFIC WAR 
PANTHERS IN SHADOW 
PERFECT GENERAL 
PIRATES GOLD 
PIZZA TYCOON 
POLICE QUEST 3-VGA 
fULICE QUEST 4:0P£N 
PRINCE OF PERSIA 
PRINCE OF PERSIA 2 
PRIVATEER 

PRIVATEER SPEECH PAC 
PROTOSTAR 
QUEST FOR GLORY 
QUEST FOR GLORY 1 
QUEST FOR GLORY 4:SH 
RETURN TO ZORK 
RISE OF THE TRIAD 
ROAD TO FINAL FOUR 2 
ROBINSON'S REQUIEM 
SAMS MAX; HIT ROAD 
SECRETWEAPON LUFT 
SHADOW CASTER 
SHADOW OF YSERBIUS 
SHADOW SORCERER 
SIEGE 

SIM CITY 2000 
SIM TOWER- WIN 
SIMEARTH 
SIMLIFE 

SIMON THE SORCERER 
SORCERIAN 
SPACE HULK 
SPACE QUEST 1-VGA 
SPACE QUEST 2-EGA 
SPACE QUEST 4-VGA 
SPACE QUEST 5-VGA 
SPEAR OF DESTINY 
STAR CRUSADER 
STARSHIP COMMAND AD 
STELLAR 7 
STREET FIGHTER 2 
STRIKE SQUAD 
SUMMONING 
SYSTEM SHOCK 
TERMINATOR 2: ARCADE 
TERMINATOR 2029 
TERMINATOR:RAMPAGE 
THEATRE OF WAR 
THEME PARK 
THEXOER2-FIREHAWK 
TIE FIGHTER 
TIE FIGHTER :DEF OF E 
TIGERS ON THE PROWL 
ULTIMA UNDERWORLD2 
ULTIMA 7 BLACK GATE 
ULTIMA 7.5 SERPERT 
ULTIMA 8:PAGAN 
ULTIMA UNDERWORLDl 
ULTIMATE DOMAIN 
ULTIMATE DOOM 
ULTRABOT SANCTION £ 
UNNECESS ROUGH 95 
VICTORY:MARKET GAR 
VICTORY:VELIKIYEL 
WALLS OF ROME 
WAR IN RUSSIA 
WARLORDS 
WARLORDS 2 
WHERE IN WORLD CARM 
WING COMM ACADEMY 
WING COMMANDER 2 
WIZARDRY 6 COSMIC fO 
WORDTRIS 
WORLD CIRCUIT 
WW2:AIRfQRC£ COMMA 
X-COM TERROR OF DEEP 
X-COM UFO DEFENSE 
X-WING 

X-WING B- WING AD-ON 


•B. Call Toll Free lor cu 


•le 4 virus tree with 


sass 
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_ /WCDROMHc- 


Calioralreii 

ii 


1*800ft)NITED4 

1*800*864*8334 


Dg^rr?}^ ^ Deslruclion Derby 

WP' 


by Sony Interactive 
Smash yourvaytoglofyina 
lace <Aii no rules, no 
che^poris and no Erne 
inte' ‘Ifs easy - iaa car 
moving wis! 

43416 


*37 



IHi Levels ol Doom II 

\ by GT Interactive 
20 re«' before seen, never 


[Twisted Metal 

by Sony Interactive 
I Bnitaliy vioient demolitjon 
IDeiSy lAtiere ffaving (town 


ipsglied ieveb, with 
sarn/heMpaviredhonwof 
|»ieof^ $A>| 

1 48256 aH* 


Rebel Assault II 

\by Lucas Arts 
iRocfoe One re^xrnds loa 


Havoc 

\ by Reality Bytes 
[command a Battlecyde. 
iHypert^ or Hovercrai 


I nelw^ oppaneits or chal- 


jRcfiler control. 


45856 


, War Hawk 

i by Sony Interactive 
Ptoi the pnme assault 
[craft of Ihe future agaiiwt 
lamad^n literally trans- 
ioimlfrg Ihe world mto a 
warzone. 

44942 / 


Master of Orion 

by Specfrum-rtjbbyfe 


Civilization 2000 

' f fjy Specfrum-rtjtoyle 
Enhanced ver^ of the 
or^h^ Civ^iion. Lead 
SM yout Inio Ihe Space 
Age ^ making allihe oiUcal 


Ihd galaxy! Defend your 
grcw^ holdings with a 
mas^ starfleet. Choose 
from 10 races. $AW% 
38877 


Maximum RoadkIII 

byTakeBIntemcHve 
^er the Thrash Race 
'Iduiwnent ac^ friencfe 
vas^cable or network up 
to ef§ht i^ayera.' Choose 

Ircm 12 courses.*^ A 

45332 


Hexen - Death Kings 

Assault Rigs 

by GT lt\lerac!ive 

Sj^SCyEap’ ^ by Sony/nleracfto 

First cariw Doom, then 

S^fced game of gypor^ 

Heretic. Now face the fury 

!- .‘^pciisofEd coTpeblioa Id 

of Hexen! Non-stop action 

jf^|0&i|^{i^-Jor teiled h this network 

and challenging traps 

gam^leatuing 40 mazes in 

sr *24 

4 emicrifnenls, pipp 


Ultimate Doom 

by GT interactive 
Fua version of Doom (As a 
brand new Epsode Four. 
Catdxihe fever aid get your 
ccpy'rf the hottest game 

w $on 

43110 Ow 


Doom II 

by GT Interaaive 
Now for Windows '95, 
Satisfy your hunger for the 
blootfiest, fiercest, most 
addifling blastfesl ever; 
HeV on Earth! ^ i| iS 
47112 '45 



"^AVAGf 

Enter the mind of Ihe lion. 
Ex’iiore the daily business 
of-8uvivat in the wild, 
wh^ hunting is not spoit, 

' but airvival. | 

; 44046 ''^W V | 

MX OROBtS: 1<217<862<8748 
InterRational Orders Call . 
1<217<35Z<B787 ^ 

ORDER AS UTE AS inMeHTi 

SAME DAY SHIPPING** 

Hours: M-K 8 am -12 Midnight 
S at. 8 .'U! - 5 PM • Sun. 12 Noon - 5 pm 
(A il times listed are CST) 

” Qpftps PRtivU u nil B It iLD. (CT) Itr ZbI tty lUi Cill 
lor iiliBF tuOiae Dius. Spnlal gtlori, litn avilliUlty ltd 
grlca nty nry ucorOgi tg Itnui iif m amitct it cUigo 
iteiM iwloi. ' I I 

§ mile applies lut. AB prica Ip R.I. Ham. niptlip cIivbk 

I* " All- Mjjob Cbedit CMOS 




Batman Forever 

by Acclaim 

Two itfayer Batman & Robin 
adk(i,arcMiar6Ridjer& 
Two-Face, and more Bat- 
mo/eS.and weapons than 
everbefore! 

41137 wO 


CONTACT US ONLINEI 

BBS 1-217-352-9654 
CompuServe; 76043,1605 
America On-Line: UMTEDGD 
UNITED CD ROM INFO via Fax back at 
1<217<352<812S 
http;//vuww.unitedcdrom.Gom 



Grand Prix2 

by Spectrum-Holobyte 
Ultimate Formuia One 
ta'clng simulalion. So 
reaU^ifs used by rac- 
ing drivers’ as an actual 


(xnEins 


^.;,l 

Accepted 


IhHi 800 Adut Tiiui nr 

1<800<QDADULT 
1<800<282<3858 , 

ItlteTUZi TOOBHllBIlTinB 



Chronicles of the Sword 

bySony^nferacbVe 
Sv/eeping 3D adventure as 
to Arthurian !eg^ as 
Is complex. Match wits 
with Morgana & battle foes 
human&not $07 
43421 O f 

LM Greatest Mysteries 

byADAMSo/fware 
Dd ycu ever wcnder why 
■yoli'^goose burrps orwhy 
you to turns gray? These 


Circle Reader Service f/194 






■mminaiim 


230 Plaxq Professionol Bldg 
El Cerrito, CA 94530 


1 - 800 - 478-0217 

Mo: 510-527-4699, Fax: 510-527-4690 

FREE SHIPPING AND CD! 

on all game orders ever$ 1 00 (eontin. US) 

Visa, MC, AmEx, Checks, MOs, CODs 





Crusader: No Remorse, 
DaggerFall, Rebel Assault 2, Cyberia 2 


WE 


Any ONE title above for $38 

w/ any other game $34 

w/over $100 order $29 


Limited Quantities!! 

ORDER NOW!!! 

FREE SHIPPING on Pre-orders!!! 


’LL MATCH OR BEAT ANY ADVERTISED PRICE! 


IBM GAMES CD 


7ch Fleet 842 

MthHour S42 

Absolute Zero 845 

Aces of the Deep 2 Call 

AD&D Menzoberranzan . . 820 
Advanced Tactical Fighters 847 

AgeofRines 841 

AH-64D Longbow 847 

Alexander Call 

AU Amerlcan College Football 'SS 837 

Allied General 841 

Apache 845 

Ascendancy 842 

Assault Poker 837 

Assault Rigs 839 

Atmosfear 831 

Bad Mojo 849 

Battlecruiser 3000 AD 846 

Battleground Gettysburg 839 

Battles In Time 839 

Beavlsdi Butthead 834 

Beyond Squad Leader .... 846 

Brain Dead 13 837 

Chessmasler 5000 840 

Chronomoster 845 

Civilization 2000 844 

Command Aces of Deep. . . 832 
Commandfli-Conquer .... 845 
CommandBLConquer2,.. 849 

Congo: The Movie 837 

Conquest of the New World 849 

Cybeijudas 835 

CyberMage 842 

Cyclones 8 10 

Darkseed II 847 

Death Keep 838 

Descent 2 843 

Dc.struction Derby 839 

The Dig 846 

Doom 2 Mania 8 8 

Druid 837 

Duke Nukem 3D 839 

Dungeon Master 11 837 

Empire 2 834 

Entoniorph 836 

Elscalation 834 

ESPN;NBAAJrBome95 .. 841 
ESPN: Extreme Games . . . 841 

Expect No Mercy 839 

Extreme Pinball 842 

F-16 Fight Falcon 845 


IBM GAMES CD 


Fade to Black 841 

FPS Football Pro 96 843 

Frankenstein 837 

Full Throttle 831 

C-Nome 845 

Cabncl Knight 2 848 

Handballs 841 

Harpoon II 844 

Heroes of M&M 833 

HI Octane 833 

High Seas Trader 837 

The Hive 839 

Ice and Fire 846 

fndyCar Racing fl 841 

Inuulnerablcs Call 

Iron Assault 837 

Jack the Ripper 818 

JetSkI Rage 839 

Johnny Mnemonic 839 

Kingdom Far Etches .... 843 

Kingdom O' Magic 836 

Krazy Ivan 840 

Lands of Lore 2 854 

Last Blitzkrieg 841 

Legion EMPIRE Call 

Locus 849 

Lost Admiral II 843 

Lost In Town 845 

Maabus 832 

Madden's NFL 96 844 

Magic Carpet II 833 

Afagic The Cathen'ng .... 842 

Marine Fighters 828 

Master of Antares 843 

Master of Orion 849 

Maximum Surge 849 

AfechWarrior 2 839 

MechWarrIor Expansion Pack 831 

Metal & Lace S33 

Metal Lords 837 

Afetal Tech.- Earthsiegc 2 . . . 849 

MIml's Mites 825 

Mortal Kombat 111 847 

Nascar Racing 827 

NBA Airborne '95 839 

NBA Jam for Win '95 845 

NBA Live 96 838 

Need for Speed 843 

Panzer General SIS 

Pojrlmperia 2 843 

Phantasmagoria 844 


IBM GAMES CD 


Poltcefiuest V;Su>at 839 

Psychic Detective 845 

Quake 847 

Ravcnloft Strand 818 

Raven Project 820 

Realms of Arkania 3 ..... Call 

Return of Arcade 834 

Riddles of Master Lu 845 

Ripper 844 

Rise H: Resurrection 846 

Seal Team 815 

Shadow Warrior 837 

Shannara 834 

Sheriock Holmes: Rose Taloo 843 

Silent Hunter 849 

Slim Tower 835 

Slipstream 5000 835 

Space Bucks 842 

Space Hulk 815 

Space t/uik: Itengence ...841 

Spycrqft 846 

Star Control III 845 

Star Trek Deep Space 9 84 1 

Strike Commander 815 

Super Heroes Call 

Super SF2Turbo 832 

Syndicate Plus 815 

Syndicate Wars 846 

Synnerglst 840 

T-Mek 839 

Terminal Velocity 835 

Terminator 2; Future Shock 843 

Terra iVooa 854 

Theme Hospital Call 

Third Reich 837 

Top Gun 844 

Torln's Passage 843 

Twisted Metal 840 

Virtual Corporation 844 

WarCraftll 841 

Warhammer 847 

Warlord 3 849 

WCR Grand Prix 2 844 

Wet Lands 832 

Whiplash 849 

Wing Commandor rv , . , , 849 

Wipe Out 839 

Wizardry Cold 837 

Wooden Ships and Iron Men 840 

Zeddos 839 

Zorro 830 


JOYSTICKS 


Gamepad 8 25 

Gravis Phoenix 8 82 

Gravis FlrcBlrd . 8 65 

Logitech Wlngman 8 25 

MS Sidewinder 3D Pro .. 8 56 

ThrustmaslcrT2 8 98 


HOT ADULT TITLES! 


Amateur All-Star 826 

Awesome Aslans 827 

Bachelor Party 2 825 

Blackboard Jungle anlme. . . 823 

Blondage 826 

Busty Babes Vol 2 827 

Chcap&Dlrty 819 

Cheeky Chics 822 

Climax 822 

CD Brothel 824 

Demon School anime .... 823 

Depraved Fanlaslcs2 826 

Dirty Bob's Excel Adv 825 

Diua X 837 

Doors of Passion 823 

Dream Girls X 826 

Dream Machine 835 

Dream Alachinc II 839 

Erotic Palyground 825 

Eruption 822 

Extreme Gall 822 

FAO Vol I 827 

Freaks of Nature 821 

Glowing Icon 4 Pack 839 

Heather's Home Mov 822 

Hidden Obsessions 823 

Hot Lovers 922 

Hot Pack 842 

Hot Pics 825 

Hot Slots 835 

House of Dreams 826 

Hustler Honey Cent 826 

Insatiable 823 

La Blue Girl Vol 2 831 

Lace & Lingerie 812 

Latex (adult) 839 

Legends of Pom 823 

L'ellslrD'amoreanlmc ... 823 

Luscious Lips 822 

Maddams Family 837 

Man Enough 826 


HOT ADULT TITLES! 


Mark of Zara 827 

Massive Melons 824 

Mirage 834 

Naughty Pussies 822 

Neurodancer 832 

New Machine 6 Pack 339 

Nlghlwatch 2 835 

Pink Sheets 822 

Pleasure In Paradise 827 

Pom Assylum 822 

Pretty Women 812 

Pussy Called Wanda 2 .... 823 

Pussy Galore 322 

Red Hot 822 

Samurai Pervert 839 

Satin Sheets 823 

Satin Shots 328 

Sensuous Summer 827 

Sex 826 

Scissors & Stones 827 

Sex Castle 832 

Sex In Dang Places 826 

SEXye Pack 839 

Seymore Butts 2 844 

Seymore's 6 Pack 839 

Songbird 822 

Space Sirens 838 

Space Sirens 2 829 

Straight A's 826 

Strip Poker Intern 825 

Superstars of Jap. Pom .. . 831 

Swimsuit 812 

Tabloid Beauties 830 

Tokyo Night Life 839 

Up & Down Love 830 

UrotsukldoJI 3 828 

UrolsukldoJI 3 Disk Set. . . 837 

Vampire's Kiss 836 

Virtual Sex Shoot 839 

Virtual Valerie 2 835 

Virtual Vixens 829 

Virtually Yours 837 

What's your Name 829 


Ouer 18 yrs. of age please/ 

and Afany Morcll We have 
thousands q/Cames&AdulI titles 
in slockir Call for other titlesll 
We build systems to your 
configuration! 


Overnight. 2-day, or other shipping — call! CA residents add sales tax. Not responsible for typographical errors. 
Returns not accepted w/o prior approval or RMA^. UPSG Shipping 2 $6. Price and availability subj. to change w/o notice. 
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ADULTS ONIY =800-273-7910 

PO BOX 14 DEPT 10643 HANCOCK, VT 05748 INT’L 802-767-3033 FAX 802-767-3382 SOURCE 10643 

OVEHNIGliT SHIPPING (N US $4 PER ORDER. Mall to Canada, PR, HI, AK, APO, FPO $4 par ardei. Worldwide airmail $6 per Item. Handling $2 pet shipment. Hardware orders may require additional ship- 
ping charges. Cannot guarantee Customs clearance. Order at your own risk. Visa, MC and Discover accepted. Checks held 4 weeks. Money Orders under S200 same as cash. COD $8. Defectives 
replaced with same ptaduci. Most Items shipped same day. Shipping times may vary. Price/avallabillty may change. All sales final. Restrictions apply. Cell tor details. MUST BE AN ADULT TO ORDER. 




$36 


mk 



‘VIRTUAL 
VALERIE 2’ TTie 
queen of cyber- 
sex is back! Virtual 
Valerie 2 is tbe ulti- 
mate in cyberotica 
arxi the embocfi- 
ment of every red- 
blooded tecb- 
nopfiile's deepest desires! Sophisbcaled 3-D 
modeling, tantalizing animation, erotic sound 
eflecds, and a sizzSng music score combine to 
create a mind blowing sextravaganzal CO $36 

‘CYBER PHO- 
TOGRAPHER’ 

After entering the 
MacDaddy cyber- 
studio choose 
from 3 different 
models. Choose 
lighting, camera 
lens, music and 
start on your photographic adventure snapping 
a roll of 36 exposure Rm. When you finish choos- 
ing your favorite pictures print out a calendar, 
birthday card or Christmas card! CD $49 

•VIRTUAL 
SEX SHOOT’ 
Imagine being 
transported to 
a mysterious 
Island and 
having nearly 
infinite possi- 
bilities as you 
create your own visual fantasy by 
controlling cameras that are capturing 
every intense moment of highly 
charged erotic sex. CD SS2 

3 PyTK 


'MASSIVE TOUCBAK-. . DOUBLE | 
MELONS FE£t:iWC DOWN;' 

'ROMSOFT MPEG 3 PAK’ Massive 
Melons, Touch Me Feel Me and Double 
Down combine to make this 3 pak HOT. 
HOT, HOT) 3 CD’s $49 

‘SEXY SIX PAK' 
This incredible 
money saver (a 
SI 50 value) 
delivers to you 
six of the hottest 
adult CD ROM 
titles released by 
Digital Play- 
ground. Enjoy these titles: The Bartow Affairs, 
Baby’s Got Butt, Inferno, Dripping with 
Desire, Erotic Virtual Sampler and Elite 
European Models. 6 CD'S $44 





'ORIENTAL 
DIARIES' See 
and hear Anisa 
as she describes 
every detail of 
her sexual 
escapades. 
Includes a sev- 
enty page photo 
book of Anisa and her many hot friends. 
Scroll through page after page of Anisa's 
mosi intimate memories! Watch the wild 
action that inspired Anisa's diary. CD $29 


INTERACTIVE 

Chameleons $44 
Cyber Strip BIck Jck$36 
CYBER STRIP PKR$36 
DarkTunnels $18 
Designer Bodies $36 
Desktop Mistress $49 
Desktop Voyeur 1 $49 
Director's Cut $39 
Dirty Debutantes 2 $39 
Dirty Tricks $46 
OlVA-ARIANA S38 
DIVA - REBECCA $38 
DREAM MCHINE 2S49 
Fantasy After Dark $35 
Fun House $39 
G-FRIENDTRACYS39 
Golden Words $24 
Heidi’s House $39 


IBM MOTION 

101 Oriental Dellghl$19 
101 Positions 2 $24 

8 Is Never Enough $24 
A Sensuous Smmr $25 
Adult Superstars $26 
Adventure Kid $22 
Affairs ol the Heart $24 
All Night Long $19 
Amateur Models 4 $26 
Amateurs in Acl'n 3 $24 
American Blond $24 
Amorous Asians 2 $29 
Andrew Blake S1G 
ASIA - $27 

Aslan Ladies ea $39 
Babe Patrol $19 
Bad Girls 2 $24 

Black Book $34 


Hollyw’d Body DbleS44 

Blind Spot 

$24 

Hot Slots 

$37 

Bra Busting Babes $25 

Hump Towers 

$44 

Bustin’ Through 

$24 

Intemat’l Strip PokefS22 

Busty Babes 4 

$39 

Intimate Possibi1itYS39 

Casting Call 2 

$36 

JAPAN l-ACTIVE 

$44 

College Girls 

$19 

Ladies Club Poker $26 

Crazy wlh Ihe HeatS24 

Latex 

$44 

Cyberpeep Lisa 

$49 

Love Pyramid 

$29 

Day Dreams 

$25 

Luscious Ladies 

$24 

Deep Tush 2 

$22 

Lust Connection 

$39 

Demon School 

322 

Maddams Family 

$29 

Dirty Debutantes 

$24 

Maid to Order 

$44 

Dirty Western 2 

$25 

MAKE OWN ORGYS32 

Double Down 

324 

Max t’ Naughty Dog$49 

Double Entry 

$16 

Midnight Stranger $45 

Dream Scenes 

$16 

MlndTeQZzer2 

332 

Electrose- 

$19 

Mustang lr^teracliveS42 

Endless Passion 

$19 

MYSTIK MISTRESSS44 

Endlessly 

$24 

Nasty Parts 

$42 

Enter the Night 

$19 

NET EROTIQUE 

$39 

Evil Seductress 

$26 

Nourodancer 

$39 

Evil Woman 

$24 

Neuropok 

$54 

Exchange Student $24 

Nick Steele P.l. 

339 

FAO ea 

$19 

Night Owl 16 

$29 

Fantasies 2 

$26 

NIghlwatch 3 

$49 

Femme Fatale 

$19 

Penetration 

$19 

Flesh Tones 

$24 

PENTHOUSE 6 

$52 

Flesh for Fantasy 

$24 

Pleasure Zones 

$33 

Freak Show ea 

$16 

POKER PARTY 

$45 

Ghostly Desires 

$44 

Private Prison 

$44 

Girls fii Their Toys 

$19 

Scissors N' Stones $29 

Girls on Girls 

$22 

Secrets Interactive $35 

Glamour Girls 2 

324 

See Some 3 Some$39 

Glimpses i-active 

$24 

Seymore Butts 

$39 

Go Digital V. 2 

$14 

S-MORE BUTTS 2$49 

Hard Core 

$24 

Sorority House 

$34 

Harness Hanna 

$26 

Sorority Se- KiltensS42 

Heidi’s Gifts 

$24 

Space Sirens 2 

$29 

Hippies in Heat 

$16 

Spread-Em 

$34 

Hollywood Babylon$19 

Spy Club 

$49 

Hollywood Glamour $34 

Strip Black Jack 

$44 

Hollywood ScandaiS19 

STRIP PKR PRO 2336 

Hot Dog Girls 

$19 


Strip Tease 
Surfin’ Sam $39 
Teresa May $44 
Texas Table DanceS24 
The Island Resort $39 
The Passion $39 
Time Warp $52 
VAMPIRE’S KISS $36 
VIRT’L DIRECT’R $39 
Virtual Golden EyesS44 
VRTL LAS VEGAS $44 
Virtual Se- $39 

Virtual Strip Tease $26 
Virtual Vixens $24 
Virtually Yours 2 $39 

WanderLust $44 
What’s Your Name $34 
Wheel ol Fantasy $26 
Winner Takes All $39 
You’re the Director $39 
Zpider Erotic Games $26 


Hot House FlowersS24 
Hot Stuff $19 

Hot Talk $16 

Hot Wired $26 

House of Beauties $16 
Hyperkink $16 

If Looks Could Thrill $24 
Insatiable $24 

Inside Trinity LorenS19 
Justine $39 

Kinky Inlen/lews $32 
LA BLUE GIRL EAS22 
Lap Dancer $25 
Legend 4 $16 

Love Biles $26 
Love Doll Lucy $26 
Main Street USA $19 
Maximum Moments $34 
Model Wife $24 
Models Etc. $24 
Mulva $16 


IBM MOTION 

New Machine 6 Pck $42 


Night Trips 2 $25 

Novel Desires $33 
Oriental Action $26 
Pink Baroness $16 
Plaisirs Du Haserd $16 
Platinum Six Pack $42 
Play Mistress $24 
Pleasure Dome $28 
Pleas’re in Paradise $25 
Poison $24 

Pretending $24 
Putting It Behind 2 $24 
Racquel Released $24 


Racquelle in t’ WildS24 
Seduction of Sukr $22 
Select a Pet 2 $29 

SEYMORE 6 PACK$39 
Silent Strangers $24 
Simply Irresislable $24 
Sin 95 $44 

Skin Tight $15 

South’n Beauties 2 $32 
St. James Place $34 
Steal This Heart $36 
Strap on Sally 2 $26 

Studs & Starlets $26 
Sprstars of Japan 2S39 
Sushi To Go $22 
Swingers Wrldwide$19 
Taboo 12 $25 

TOKYO NIGHTUFES49 
Tokyo Nymphs $22 
Topless Dancer $29 
Urotsukidojl $23 
Urotsukldoji 3,ea $24 
UROTS, COLLECT$48 
Who Kill'd Lng Dng$26 
Willing & Able $16 
Woman lo Woman $26 
Young & I' Restless519 

IBM STILLS 

3D Darling $19 

3D Dream Girls $19 
Adult Picture 2-4 eaS19 
Amateur Models $22 
American Girls 2 $29 
Art of Olivia $30 
Asian Fantasy Girts $22 
Asian Hot Pix $19 
Asian Palate $24 
Asian Pleasures eaS39 
Award Win’g Photos$22 
CELEBRITY NUDES$25 
Danish Fantasies $39 
Danish Se- 1-3 ea $22 
Domin-A-Trix $19 
European Erotica $29 
Focus Pocus $27 
Hard Core GIF's $29 
Heavenly Bodies ea$39 
HIGH VOL NUDESS28 
Jigsaw Pinups $20 
LA. Lust $19 

La Femme Venus $29 
Legs,Lacs& Lingerie$24 
Nova Collection 2 $24 
Nude:Privale WorksSIS 


Oriental 1-3 ea $16 
Overexposed $26 
Private Video Mag $29 
Ropes & Chains $19 
Select A Pet $29 
Sensuous Girls 3-0529 
Sizzle $19 

Southern Beauties $28 
Super Smutware $26 

Sweet Cheeks $26 

Sweet Dreams $29 

Tokyo Glamour $29 

Visions ol Erotica $28 


Spend $60. Get a Bodycello 
sampler disk FREE. 

Request must be made at time of purchase. Quantities limited. 
Offer subject to change or cancellation at any time. 







■0007 VIRTUAL | 
GOLDEN EYE' j 
The first true 
Virtual Reality ; 
game that lets 
you use your 
mouse to navi- 
gate through ihe i 
game. You start, ' 
equipped with several weapons and plen- 
ty of ammo. Your mission is to find Ihe kid- 
napped UN Princess before the whole 
club blows up like a latex doiil CD $44 


‘CRYSTAL 
FANTASY’ 
Venture through 
the cave of lust 
and find the 
secret crystal. 
Interact with the 
sexiest young 
jewels of the 
MacDaddy harem. Take snapshots of the 
girls and play with them in your own pri- 
vate portfolio. Six highly interactive, three 
dimensional gorgeous babes! CD $39 


‘TABLOID 
BEAUTIES' 
What's behind 
the headlines of 
Tabloid 
Beauties? See 15 
bodacious beau- 
ties bare their 
hard bodies in 
more than 500 hot, wet. Interactive nude pho- 
tos. Hear the giris reveal their most intimate 
secrets in over an hour and a half of lusty 
interactive phone conversations. CD 519 


•CASTING 
COUCH' An 
inside look at the 
most outrageous 
producer in 
Hollywood who 
insists on getting 
laid. While he 
gives the girts 
the/re final casting calls their giving him the 
ride of his life. Sit back and join in the fun, as 
you get a feel for how those beautiful giris get 
on arKf then get off on the big screen. CDS44 


i ‘ROMSOFT 3 PAK' Captured 
j Elegance, Penetration and She's So 
i Sleazy combine to make this 3 pak 
I HOT. HOT, HOT! 3 CD’s $29 


‘ROMSOFT 6 PACK 2’ Babe Patid, Hot Dog 
Girls of Rorida, Luscious Ladles In Lingerie, 
Extasy Siites, Striptease and A Shot in the Pink 
ate what you’ll get in this sexy 6 pack! 6 CD'S $39 
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the records, established the benchmarks, and held gamers in 
delighted trances for hours untold. 


W elcome to the Cooperstown of Computer Games. Here, 
raised upon pedestals, you’ll find the games that broke 


IMDUCTION CEREMOMY 


DOOM 

ID SOFTWARE 1993 

I t look all of five seconds to boot up Doom, 
take two steps forward with the new 
American Hero and realize, “Holy Cow, 
this is something new." At that moment, 
we knew we’d found The Next Big Thing. 

People who had never before played, or even 
heard of computer games, were asking "What’s 
this Doomed thing?" Game developers every- 
where scrambled to develop "Better than DoomI" titles. But no one could 
match the gritty, visceral feel of blasting howling Imps into a bloody pulp with 
the Rocket Launcher, or the pleasure of stalking an unsuspecting Deathmatch 
opponent (or two) with a shotgun. The story behind Doom is simply that the 
guys at id Software wanted to make a game for themselves to play-with and 
against each other. And it shows: the first month it was rated. Doom leapt to 
the top of the CGW/Top 100 Poll (April, 1994); it has remained in the Top 10 
action games category ever since. Part of the game’s rapid rise to popularity 
can be attributed to Its unconventional distribution, id broke with tradition by 
releasing the entire first episode of Doom as shareware. Furthermore, Doom 
fired the shot heard around the world in the network gaming revolution 
(action games in particular); being able to play at work over a network drove 
worker productivity down and MIS eyebrows up. Veteran gamers may recall 
that Doom’s seeds were laid a few years earlier In Castle Wolfemstein 3D, 
one of the first first-person 3-D environment games around. But to a whole 
new generation of computer gamers. Doom is it. 


MASTER OF ORION 

MICROPROSE 1993 

A t first glance, this game from an 
unknown company in Texas 
seemed like just another space 
game. After all, the recipe for 
Master of Orion is hardly original: a mix of 
humans and weird alien starfaring races; 
lots of combat, trade and diplomacy; quickly- 
changing technology to help conquer a cold, 
uncaring universe. It didn’t help that the first release (like so many from 
MicroProse in recent years) required a patch, or that Steve Barcia’s design 
lacked both high-res graphics and an intuitive interface. But Simtex’ brain- 
child eventually became one of the most admired strategy games in many 
years. MOO, as it was affectionately dubbed, had an edge over the competi- 
tion in that the aliens-Darlok spies, intelligent and diffident Psilons, 
Silicoids who could survive in utter wastelands, et a/-were quirky and inter- 
esting, requiring radically different playing styles. MOO also featured a 
remarkable diplomatic Al which, even though copied in several designs 
since, has yet to be surpassed. The combination of technological advances, 
the mysteries of galactic exploration and the tactics of space and planetary 
combat surpass even SSG’s Reach for the Stars. And the intricacies of 
spaceship design alone could keep you busy until the next generation of 
aliens hatch from Antares. Essential for any gamer even remotely interested 
in exploring or conquering the universe. 




► inductees Prior To 1989 

Battle Chess (Interplay Productions. 1988) 
Chessmaster (The Software Toolworks, 1986) 
Dungeon Master (FTL Software, 1987) 

Earl Weaver Baseball (Electronic Arts, 1986) 
Empire (Interstel, 1978) 

F-19 Stealth Fighter (MicroProse, 1988) 
Gettysburg: The Turning Point (SSI, 1986) 
Kampfgruppe (Strategic Simulations, 1985) 
Mech Brigade (Strategic Simulations, 1985) 
Might & Magic (New World Computing, 1986) 
M.U.L.E. (Electronic Arts, 1983) 

Pirates (MicroProse, 1987) 

SimCity (Maxis. 1987) 

Starflight (Electronic Arts, 1986) 

The Bard’s Tale (Electronic Arts, 1985) 

Ultima HI (Origin Systems, 1983) 

Ultima IV (Origin Systems, 1985) 

War in Russia (Strategic Simulations, 1984) 
Wasteland (Interplay Productions, 1986) 
Wizardry (Sir-Tech Software, 1981) 

ZoRK (infocom, 1981) 


Falcon 3.0 

Red Baron 

(Spectrum HoloByte, 1991) 

(Dynamix, 1990) 

Gunshjp 

$10 Meier’s Civilization 

(MicroProse, 1989) 

(MicroProse, 1991) 

Harpoon 

Their Finest Hour 

(Three-Sixty Pacific, 1989) 

(LucasArts, 1989) 

King’s Quest V 

The Secret of Monkey Isuhd 

(Sierra On-Line, 1990) 

(LucasArts, 1990) 

Lemmings 

Ultima VI 

(Psygnosis, 1991) 

(Origin Systems, 1990) 

Links 386 Pro 

Ultima Underworld 

(Access Software, 1992) 

(Origin Systems, 1992) 

M-1 Tank Platoon 

Wing Commander I & II 

(MicroProse, 1989) 

(Origin Systems, 1990-91) 

Railroad Tycoon 

WOLFENSTEIN 3-D 

(MicroProse, 1990) 

(id Software, 1992) 


Computer game programs have grown so massive and the 
number of hardware configurations has become so huge that 
incompatibiiities and glitches are frustratingiy common. 


Software fixes, or “patches," for buggy programs have become 
a necessary evil untii we reach the goiden age of standardized 
platforms and bug-free programs. Red indicates new files. 


Absolute Zero Upgrade: Final 
revision corrects a nasty crash bug 
in the Hammer and Anvil scenarios. 
1/6/96 

Advanced Civilization VI. 01 
Update: Fixes many small prob- 
lems and the Windows 95 city con- 
struction problem. 11/29/95 

Battleground: Gettysburg 
VI. 01 Upgrade: Fixes reported 
bugs and gameplay issues. 1/18/96 

Capitalism Update: Fixes a 
problem with the presidents and 
another rare item bug. 1/11/96 

CivNet Update: Fixes several 
reported problems. 12/8/95 

Command & Conquer V1.19P 
Patch: Includes fixes for all known 
bugs to date and some game bal- 
ance changes. Works with V1.07 or 
V1.18p. 1/19/96 

Crusader: No Remorse VI. 21 
Update: Includes several new fea- 
tures and fixes. 12/22/95 

Flight Unlimited V2.0: 

Contains two physics fixes, two 
video fixes, fixes a couple of con- 
troller bugs, a mouse driver prob- 
lem. and adds total energy com- 
pensation to the Grob's variometer. 
8/30/95 

Front Page Sports Football 

Pro 96: Fixes several technical 
issues. 1/4/96 

Gabriel Knight 2: Fixes all 
known problems with Gabriel 
Knight CO and speeds up restore of 
save games. 1/5/96 


Hardball 5 V5.12 Update: 

Fixes errant force-outs, problems 
preventing customized stat selec- 
tions. 12/5/95 

Harpoon Classic Mac V1.57j 
Update: Fixes several user report- 
ed bugs and adds air-to-air to the 
HDS9 BattleSet. 1/11/96 


Steel Panthers VI. 1 Update: 

Corrects several reported bugs. 
10/23/95 

Steel Panthers VI. 12 Update 
(Unofficial): Gary Grigsby's 
patch, tons of fixes by Gary Grigsby 
himself. Note: SSI does not support 
this patch. 1/15/96 



Harpoon Classic Windows 
Vi.55e Update; Fixes several 
user reported GPFs and adds the 
Windows Scenario Editor. 1/11/96 

Heroes of Might and Magic 
V1.2 Update: Fixes some prob- 
lems with connecting via modem 
and some random crash problems. 
10/24/95 

Hive Update: Makes the game 
easier. 12/4/95 

MechWarrior 2 DOS Version 
VI. 1 Update: Fixes several 
things, including the right side tak- 
ing more damage on mechs, 
increased joystick support and 
Windows 95 crash problems, 
11/20/95 

NHL 96 Update: Fixes a variety 
of technical problems, including 
playoff lock-ups or problems with 
saving playoff games to hard disk. 
12/2/95 

PBA Bowling for Windows 

VI. 10: Incorporates several fixes 
and improvements. 12/27/95 

Riddle of Master Lu V2.05 
Update: Fixes more known prob- 
lems within the original release, 
including jumpy mouse movement, 
switch problems in the billiard 
room. 1/8/96 


Stonekeep VI. 2 Update: 

Fixes reported bugs. 1/19/96 

Su-27 New and Revised 
Missions: Contains revisions to 
several of the training missions, and 
additional six “Airmanship" mis- 
sions. 12/21/95 

Thunderscape VI. 1 Update: 

Incorporates numerous changes 
and fixes. 1/3/96 


SENet 


These patches can usually be 
downloaded from the major on- 
line networks (CompuServe, 

GEnie, ZDNet) and Computer 
Gaming World's Web Site 
(http://www.zdnet.com/~gaming), 
but can also be obtained fmm 
individual software publisher’s 
BBSes or direct from the publish- 
er with proof of purchase. 


TIE Fighter CD 
Joystick Update: 

Should cure prob- 
lems with Microsoft 
Sidewinder 30 Pro, 
Suncom Raptor or 
other joysticks incor- 
porating axes from 
joystick 2. 1/23/96 

Tigers on the 
Prowl V1.26: 

Fixes all known prob- 
lems and improves 
some Al functions; 
may be used to 
upgrade any previous 
version ol TOR 
10/19/95 

Unnecessary 
Roughness '96 
Update: Fixes 
sound and video 
problems. 1/5/96 


^Publisher BBS Numbers 

Many of these patches are available directly from 
the publishers’ bulletin board systems. Call with 
your modem parity settings at N-8-1. 

Accolade (408) 296-8800 
Apogee (508) 368-7036 
Bethesda (301) 990-7552 
Blizzard (714) 556-4602 
Broderbund (415) 883-5889 
Capstone (305) 374-6872 
Creative Labs (405) 742-6660 
Id Software (508) 368-4137 
Impressions (617) 225-2042 
Interplay (714) 252-2822 
LucasArts (415) 257-3070 
Maxis (510) 254-3869 
MicroProse (410) 785-1841 
Microsoft (206) 936-6735 
NovaLogic (818) 774-9528 
Origin (512) 328-8402 
Papyrus (617) 576-7472 
Sierra Online (206) 644-0112 
Spectrum HoioByte (510) 522-8909 
SSI (408) 739-6137 or (408) 739 6623 
Virgin Interactive (714) 833-3305 



THE COMPUTER GAMING POLL • A MONTHLY SURVEY OF THE READERS OF COMPUTER GAMING 



You’ve read our take on the latest games, now here’s a chance to see what your fellow gamers think. The CG Top 100 is a monthly 
tally of game ratings provided by our readers via the CG Poll ballot found in each issue. Approximately 50 games are rated each 
month, and the results are added to the aggregate results from past months. This historical database serves as a terrific reference for 
what you, the gamers, feel are the best plays In gaming. 


i TOP ACTION GAMES 


Crusader: No Remorse 

Origin 

9.94 


DOOM II 

id Software 

9.77 


Dark Forces 

LucasArts 

9.70 

4 

Virtual Pool 

Interplay 

9.52 


Magic Carpet 

Electronic Arts 

9.48 


System Shock 

Origin 

9.19 

7 

The Need For Speed 

Electronic Arts 

9.12 


Heretic 

id Software 

9.08 

9 

Hexen 

Raven Software 

9.03 

10 

Descent 

Interplay 

8.86 





i TOP ADVENTURE GAMES 



Gabriel Knight 2 

Sierra 

10.19 



Full Throttle 

LucasArts 

9.44 


3 

Woodruff & Schnibble 

Sierra 

9.28 


4 

Relentless 

Electronic Arts 

9.12 



Ecstatica 

Psygnosis 

9.09 



Under A Killing Moon 

Access 

9,04 


7 

Legend of Kyrandia 3 

Virgin 

8,94 



Phantasmagoria 

Sierra 

8.91 

■ ° 

Riddle of Master Lu 

Sanctuary Woods 

8,83 

m 

Star Trek: TNG, Final Unity 

Spectrum HoloByte 

8.75 


TOP CLASSIC/PUZZLE GAMES 


2 

Monopoly 

Incredible Toons 

Virgin Interactive 
Dynamix 

9.47 

8.86 

3 

Incredible Machine 2 

Sierra 

8.85 

4 

You Don't Know Jack 

Berkeley 

8.32 

5 

Clockwerx 

Spectrum HoloByte 

8.25 

6 

Hodj n' Pod] 

Virgin Interactive 

8.16 

7 

Shanghai'Great Moments 

Activision 

7.75 

= 

Lemmings Chronicles 
Multimedia Celebrity Poker 
Bridge Olympiad 

Psygnosis 

New World Computing 
QQP 

7,47 

7.28 

7.28 


\ TOP SPORTS GAMES 


NBA Live ‘95 

Electronic Arts 

9.86 

2 

NHL Hockey 

EA 

9,72 


Front Page Sports Football 95 

Sierra 

9,64 

4 

FPS Football Pro 96 

Sierra 

9,40 


PGA Tour Golf 486 

Electronic Arts 

8.93 

6 

Front Page Sports Baseball 

Dynamix 

8,76 


Hardball IV 

Accolade 

8.70 


Hardball 5 

Accolade 

8,42 


Tony LaRussa 

SSi 

8.12 

10 

Rugby World Cup 1995 

Electronic Arts 

7,91 


1 TOP SIMULATION 

^SPACE COMBAT GAMES 

J^1 

Wing Commander 3 

Origin 

10.57 

2 

TIE Fighter 

LucasArts 

10.26 

3 

MechWarrior 2 

Activision 

10.05 

4 

NASCAR Racing 

Papyrus 

10.01 

5 

U.S. Marine Fighters 

Electronic Arts 

9.76 

6 

U.S. Navy Fighters 

Electronic Arts 

9.60 

7 

Wings of Glory 

Origin 

9.56 

8 

Flight Unlimited 

Looking Glass 

9.51 

9 

Aces of the Deep 

Dynamix 

9.38 

10 

Fleet Defender 

MicroProse 

9,25 


1 TOP STRATEGY GAMES 

37— 

Warcraft 11 

Blizzard 

10,42 

2 

X-COM 

MicroProse 

10.37 

3 

Command & Conquer 

Virgin 

9,99 

4 

Heroes of Might & Magic 

New World Computing 

9.91 

5 

Jagged Alliance 

Sir-Tech 

9.81 

6 

Master of Magic 

MicroProse 

9,66 

7 

Warcraft 

Blizzard 

9.64 

8 

X'COM: Terror from the Deep 

MicroProse 

9,38 

9 

Warlords II Deluxe 

SSG 

9.27 

UL 

VGA Planets 

Tim Wisseman 

9.00 





TOP ROLE PLAYING GAMES 


Anvil of Dawn 


Ravenloft: Stone Prophet 
Arena: The Elder Scrolls 
Wolf 

Stonekeep 
Menzoberranzan 
Ravenloft 

9 Mordor 

10 Dark Sun: Wake of the Ravager SSI 


New World Computing 
New World Computing 
SSI 

9.45 

9.07 

8.98 

Bethesda 

8,83 

Sanctuary Woods 

8,64 

Interplay 

8.42 

SSI 

8.26 

SSI 

8.16 

TDA 

8.00 

SSI 

7.64 


TOP WARGAMES 


^1 

Panzer General 

SSI 

10.46 

2 

Steel Panthers 

SSI 

10,29 

3 

Rise of the West 

RAW 

9.63 

4 

Flight Commander 2 Mission Bldr Avaion Hill 

9,48 

5 

Stalingrad 

Avalon Hill 

9.38 

6 

Operation Crusader 

Avaion Hii! 

9.36 

7 

Flight Commander 2 

Avalon Hill 

9.35 

8 

Custer's Last Command 

Incredible Simulations 

9.12 

9 

Tanks 

SSI 

9.00 

10 

Tigers on the Prowl 

HPS Simulations 

8.97 



TOP 100 GAMES 





1 

Wing Commander 3 

Origin 

SI 

10.57 ; 

<C2 

Panzer General 

SSI 

W6 

10,46 : 

k 3 

Warcraft II 

Blizzard 

ST 

10,42 

4 

X-COM 

MicroProse 

ST 

10.37 

i 5 

Steel Panthers 

SSI 

WG 

10.29 ; 

6 

TIE Fighter 

LucasArts 

SI 

10.26 

k^ 

Gabriel Knight 2 

Sierra 

AD 

10.19 

8 

MechWarrior 2 

Activision 

Si 

10.05 

9 

NASCAR Racing 

Papyrus 

SI 

10.01 

18 

Command & Conquer 

Virgin 

ST 

9.99 

Jell 

Crusader: No Remorse 

Origin 

AC 

9.94 

12 

Heroes of Might & Magic 

New Worid Computing 

ST 

9-91 

it 13 

NBA Live ‘95 

Electronic Arts 

SP 

9.86 

14 

Jagged Alliance 

Sir-Tech 

ST 

9.81 

15 

DOOM II 

id Software 

AC 

9.77 

16 

U.S. Marine Fighters 

Electronic Arts 

SI 

9.76 

17 

NHL Hockey 

EA 

SP 

9.72 

18 

Dark Forces 

LucasArts 

AC 

9.70 

19 

Master of Magic 

MicroProse 

ST 

9.66 

20 

Front Page Sports Football 95 

Sierra 

SP 

9.64 


Warcraft 

Blizzard 

ST 

9.64 

22 

Rise of the West 

RAW 

WG 

9.63 

23 

U.S. Navy Fighters 

Electronic Arts 

SI 

9.60 

24 

Wings of Glory 

Origin 

SI 

9,56 

25 

Virtual Pool 

Interplay 

AC 

9.52 

26 

Flight Unlimited 

Looking Glass 

SI 

9.51 

27 

Flight Commander 2 Mission Bidr Avalon Hill 

WG 

9.48 


Magic Carpet 

Electronic Arts 

AC 

9.48 

k 29 

Monopoly 

Virgin Interactive 

CP 

9.47 

if 30 

Anvil of Dawn 

New World Computing 

RP 

9.45 

31 

Full Throttle 

LucasArts 

AD 

9.44 

32 

FPS Football Pro 96 

Sierra 

SP 

9,40 

33 

Stalingrad 

Avalon Hill 

WG 

9.38 


X-COM: Terror from the Deep 

MicroProse 

ST 

9.38 


Aces of the Deep 

Dynamix 

SI 

9.38 

36 

Dperatlon Crusader 

Avalon Mill 

WG 

9.36 

37 

Flight Commander 2 

Avalon Hill 

WG 

9.35 

38 

Woodruff & Schnibble 

Sierra 

AO 

9.28 

39 

Warlords II Deluxe 

SSG 

ST 

9.27 

40 

Fleet Defender 

MicroProse 

S! 

9,25 

41 

System Shock 

Origin 

AC 

9.19 

42 

Custer’s Last Command 

Incredible Simulations 

WG 

9.12 


The Need For Speed 

Electronic Arts 

AC 

9.12 


Relentless 

Electronic Arts 

AD 

9.12 

45 

Ecstatica 

Psygnosis 

AD 

9,09 

46 

Heretic 

id Software 

AC 

9.08 

47 

Might & Magic: Clouds of Xeen 

New World Computing 

RP 

9.07 

48 

Under A Killing Moon 

Access 

AO 

9.04 

49 

Hexen 

Raven Software 

AC 

9.03 

50 

Tanks 

SSI 

WG 

9.00 


Reader Poll #139 


{■■IQjQIllllllllllllllllllllllllllllllR^ 


VGA Planets 

Tim Wisseman 

ST 

9.00 

52 

Ravenloft: Stone Prophet 

SSI 

RP 

8.98 

53 

Tigers on the Prowl 

HPS Simulations 

WG 

8.97 

54 

The Grandest Fleet 

QQP 

ST 

8.96 


Perfect General II 

QQP 

WG 

8,96 

56 

Legend of Kyrandia 3 

Virgin 

AD 

8,94 


IVansport IVcoon 

MicroProse 

ST 

8.94 

58 

PGA Tour Golf 486 

Electronic Arts 

SP 

8.93 

59 

Phantasmagoria 

Sierra 

AD 

8,91 

60 

Descent 

Interplay 

AC 

8.66 


Incredible Toons 

Dynamix 

CP 

8.86 

62 

Incredible Machine 2 

Sierra 

CP 

8.85 

63 

Hornet 

Spectrum HoloByte 

SI 

8.84 

64 

Riddle of Master Lu 

Sanctuary Woods 

AD 

8.83 


Arena: The Elder Scrolls 

Bethesda 

RP 

8.83 

66 

Carriers at War II 

SSG 

WG 

8.82 

67 

Serf City 

SSI 

ST 

8.80 

68 

Harpoon II 

Three-Sixty Pacific 

WG 

8,78 

69 

Caesar II 

Sierra 

ST 

8.76 


Front Page Sports Baseball 

Dynamix 

SP 

8.76 

71 

Star Trek: TNG, Final Unity 

Spectrum HoloByte 

AD 

8,75 

72 

Genghis Khan II 

Koei 

WG 

8.74 


Mortal Kombat 3 

GT Interactive 

AC 

8.74 

74 

1830 

Avalon Hill 

ST 

8.72 

75 

Hardball IV 

Accolade 

SP 

8.70 

76 

Buried In Time 

Sanctuary Woods 

AD 

8,65 

77 

Wolf 

Sanctuary Woods 

RP 

8.64 


King's Quest VII 

Sierra 

AD 

8,64 

79 

Superheros of Hoboken 

Legend 

AD 

8.62 

80 

1942 Pacific Air War Gold 

MicroProse 

SI 

8.61 

81 

Fighter Duel 

Philips Media 

SI 

8.53 

82 

Magic Carpet 2 

EA 

AC 

8.52 

83 

Werewolf vs. Comanche 

NovaLogic 

SI 

8.50 


The Horde 

Crystal Dynamics 

AC,ST 

8,50 


Death Gate 

Legend 

AD 

8,50 

86 

FX Fighter 

GTE Entertainment 

AC 

8.46 

87 

1942 Pacific Air War 

MicroProse 

SI 

8,45 

88 

Apache 

Interactive Magic 

SI 

8.43 


Dark Legions 

SSI 

AC 

8.43 

90 

Hardball 5 

Accolade 

SP 

8,42 


Stonekeep 

Interplay 

RP 

8,42 


Lords of the Realm 

Impressions 

ST 

8,42 

93 

The Dig 

LucasArts 

AO 

8.41 

94 

Sim City CD-ROM 

Interplay 

ST 

8.40 

95 

Cyclemania 

Accolade 

AC 

8.37 

96 

You Don't Know Jack 

Berkeley Systems 

CP 

8.32 

97 

Loderunner 

Dynamix 

ST 

8.31 

98 

Capitalism 

Interactive Magic 

ST 

8.29 


Romance of Three Kingdoms Ml 

Koei 

ST 

8.29 

100 

Celtic Tales 

Koei 

ST 

8.28 


Games on unnumbered lines have scores equal to the line above, 7^= Top game of type. Red = New Game, AD = Adventure, RP = Role Playing, SI = Simulation/ Space 
Combat, ST = Strategy, WG = Wargame, AC = Action, SP = Sports, CP = Classic/Puzzle. Games are retired after two years and become eligible for the Hall of Fame, 


MARTIN CIRULIS 




ith all due 
apologies 
to the one 
true God 
of Late 
Night, I 
thought I 
might 

borrow one of his shticks to focus a 
baleful eye on some of the idiocy that 
passes as advertising in our industry. 

First off, I’d like to pop into the 
Ridiculous Claims Department and 
challenge the odd blurb I’ve seen 
lately. From the Outpost for Win 95 
ad of a few months back we have 
the proclamation: “THE MOST 
POPULAR SPACE STRATEGY 
GAME EVER...!’’ Urn, excuse me 
Sierra: though 1 have enjoyed 
many of your games, somebody 
needs a slap for OK’ing this one. 
Outpost is not the most popular 
strategy game ever, unless you 
think the number of returned boxes 
and refund demands are a sign of 
popularity. And just lately, Origin 
stepped on its own toes by using a 
quote proclaiming that CyberMage 
is better than their very own System 
Shock. Sorry boys, but this one is 
only true if you think SVGA is the 
only important part of a game. And 
a little reality check for 
Microsoft-no matter how many 
pages you use lor an ad, Fury3 is 
still a weak game. 

The winner in the ’’Thing I am 


gelling real tired of seeing" catego- 
ry: bloodi Especially on live models. 
I realize that severed limbs and torn 
spines are all the rage with our psy- 
che-blasted youth these days, but 
let’s give it a rest, eh? Gore on the 
ad copy won’t make Expect No 
Mercy from Microforum any less 
of a tedious Mortal Kombat clone. 
And maybe Wipeout might sell if 
there were a single picture of the 
damn game on the ad, instead of 
Brother & Sister BrainDead bleed- 
ing all over themselves. 

And just because you dress up a 
brutal concept doesn't make it any 
more appealing, as you can see in 
the new artsy, Gothic/Nihilist ads i d 
and Mortal Komsat 3 are using. 
Guess what, folks; even a game as 
gory as Doom is theoretically about 
living, or at least survival. I was 
under the delusion that i was blow- 
ing away demons because they 
wanted to kill me and ravage my 
world-silly me! Now i understand 
it ail, thanks to your Goth-freakazoid 
ad people, who have carefully 
explained in the most pretentious 
terms that my gameplay is simply 
another act of Death Worship, 

Of course, how can 1 mention 
depraved violence-worship without 
a few words about the ad I loathe 
the most. It’s the two-page spread 
using the stars’n’bars and personal 
freedom to push the “Director’s 
Cut" of the repulsive Night Trap. 


Now, regardless of my views on 
censorship and Congressmen, I 
found the idea that the public was 
going to have to suffer from another 
round of this truly awful game far 

ya I realize 
that severed 
limbs and torn 
spines are ail 
the rage these 
days, but let’s 
give it a rest, 
eh?yy 

worse. Other than serving as an 
early warning of everything that was 
bad about multimedia. Night Trap 
served little purpose other than pro- 
viding a way to shock your parents; 
but now Digital Pictures 
informs us that you’d have to be a 
bi-focal wearing suit not to gel a 
kick out of this little piece of deprav- 


ity. bosh, guys, 
that out. I guess it’s unpatriotic if I 
don’t rush out and get your game 
so I can watch a few teen girls get 
slaughtered while I go through the 
motions of saving them. 

For the sake of my own and my 
fellow gamer’s peace of mind, let 
me suggest three simple rules lor 
computer game ads, 

Martin’s Laws of Advertising 

1} No more body parts or exces- 
sive, juvenile gore. Keep that stuff 
for the Nintendo mags where the 
readers are hyperkinetic enough to 
let primary colors like red distract 
them from the fact they are getting 
excited over another version of the 
same game they already own, 

2) No more cheesecake shots of 
women unless they are actually in 
the bloody game, 

3) If you do not have a screen- 
shot or even an art background 
from your game yet to put in the ad, 
you probably shouldn't be trying to 
make an ad in the first place. 

There, that wasn’t so bad, was it? 
So please, ad-kids, before we are so 
embarrased by our hobby that we 
order games in brown wrappers... 
can’t you just clean up your act?% 
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There Once Was A Time When There Were No 
Interact Flight Controllers. Oh, The Humanity. 


You need control up there. Interact's line of high-end controllers are the tools that can help 
maximize your firepower and make complex aerobatics easier to execute. It's hard to imagine 
what life was like before controllers this good were available. But it couldn't have been pretty. 



Combine this powerful, metal-base 
unit with any joystick to add 36 
special programming slots to your 
weapons arsenal! Includes tour- 
position tension-wheel throttle, LED 
indicators, and a multi-viewer key! 



This stick's spring mechanism utilizes 
revolutionary compression technology to give 
you top performance and durability! Equipped 
with four fire buttons, auto-centering, and X and 
Y- axis trim controls! A metal base provides 
extra stability, and calibration software allows 
total customization to your favorite sim! 



Master arcade-styie PC games 
with four fire buttons, two auto-fire 
modes, and smooth eigh^-way 
directional control! 


Circle Reader Service #20! 

Check out the Interact Web Site at: http://www.interact-acc.com 


!NTE:^/lEr 


PC PROPAD 4, FLIGHT FORCE FIRE CONTROL SYSTEM, and FLIGHT FORCE PRO aie trademarks ol Interact Accessories, Inc. 
© 1996 Interact Accessories, Inc. All Rights Reserved. Interact Accessories, Inc. A RECOTON COMPANY, 

10945 McCormick Road, Hunt Valley. MD 21031 , (410) 785-5661. 


MULTIMEDIA PRODUCTS 

Make your 
own rules. 



C?0 YOU H/AVe WH/AT IT T/AKES 



TO BE A SUPBRHBROn 


I f you think you've experienced everything that first-person games have to offer, you haven't tried CybertAoge: 
Dorklight Awakening. It's like stepping off the pages of a cyberpunk comic into a fantastic/3-D world. 

CyberMoge combines unparalleled visual realism in both VGA and SVGA with, more weapons, more super- 
powers, and more places to explore than any other first-person game. 

In the thrilling CyberMage story, you're a novice superhero, the possessor of an alien Darklight Gem implant, 
trying to master your newfound powers and discover the secrets of your origin while on the run from your 
nemesis, the evil Darklight adept NeCrom. 

You'll have to know friends from foes as you fight your way through labs, cities, battlefields, caves and mystical 
temples. Each new scene is like a whole new world. 

it 26 dislinctive creature and character types to 
encounter 

* Drive tanks, pilot air cars, swim dangerous waters, 
blost off on jump belts or venture on foot 
Take part in epic battles, or slip subtly behind 
enemy lines 

it Discover over 1 00 unique items, weapons and 
artifacts 

it. Compelling story line keeps pace with the action 
it Includes the first issue of the CyberMage comic 
book from the Eden Matrix Press"' 

Circle Reader Service ffi4i Available through Electronic Arts’ 1.800.245.4525 


Gef origin's Official Guide to CyberMage 
for all the answers and more. 



http://www.ea.com/origin.html 


